NEWS ° PREVIEWS ° REVIEWS * CODES - 


‘DEFINING 
A DECADE . 


15 Games That cuanged The World i 


LAYS 


TATI ON 
OLDE! NEYE 


“Go Behind Enemy Lines 
‘With Medal of Henor ¢ 


BANANA 
REPUBLIC 


Donkey Kong Conquers N64 


www.gameinformer.com 


$3.95 Canada $4.95 UK £2.50 
12» 


0'"71486'01864 "3 | 


D ber 1999 
voL x» tesuei2 TOO 


ERI 


—— 


www.playstation.com. 


E 


| NSCOMINLAC 
p UNIVERSAL 


i s TT ut " UNIVERSAL 
* INTERACTIVE STUDIOS 


" 
‘ 


He toasts his enemies one by one. And this 
time, he’s not taking any prisoners. Spyro is 
on a rampage in the air, land and sea. This is 
one fire-breathing dragon ready to take on 
the world. Spyro 2: Riptos Rage! It's fast. It's 
fierce. It's where second-degree burns are 
just part of the job. 
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© Letter from the Editor 
Fluffy Fluffy Happy Happy 


Dear Game Informer 

GI readers shower us with love letters, 
incoherent ramblings, and the occasional 
bomb threat. 


Envelope Art 
You can't win if you don't enter Gl's 
Monthly Envelope Art Contest. 


e GI News 


ECW enters the wrestling game fray, 
cult-classic Evil Dead becomes a game, 
and tons-o-fun with Name That Game!, 
Trivia, and Gl’s Top Ten. 
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Game Informer PC 

The mysterious and mercurial PC Jedi 
comes down from the mountain bearing 
reviews of Homeworld, Rage of Mages Ill: 
Necromancer, Professional Bull Rider, 
and Gulf War: Operation Desert Storm. 


Arcade Brigade 

The Arcade Assassin continues his quest 
for coin-op nirvana with previews of 
Spawn Arcade and Crisis Zone. 


Photophile 

We love anything mini: Mini-donuts, mini- 
skirts, and especially our super mini-pre- 
views of the hottest upcoming games. 
This month features Tomb Raider: The 
Last Revelation, The Legend of Dragoon, 
and Sega NBA 2K. 


Play To Perfection 

Did that big scary zombie make you pee- 
pee in your pants? Don't cry. Game 
Informer is here to hold your hand all the 
way through Resident Evil 3: Nemesis. 
Our PTP includes maps, object and 
weapon locations, and puzzles; every- 
thing you need to know to beat this night- 
mare game. Also, don't miss our full 
strategy guide for Spyro 2: Ripto's Rage, 
including bonus levels. 


214) Secret Access 

What’s that pesky GI Droid up to? Find 
out, then peruse the hottest codes and 
tips from our readers. 


Classic GI : 

GI looks at classic games on the Super 
NES & Game Boy and replays some 
codes from the vault. As a bonus, we 
throw in a glimpse into the sissified past 
of the Texas Rattlesnake. 
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etc 

GI gets plenty of junk every month and. 
we never know where to put it. But now, 
with our newest department, etc, we can 
put in tons of useless stuff for you to 
read about. 
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. look at this groundbreaking series. 


13 Nintendo 64 


Cover Story: Resident Evil 3: Nemesis 
With the release of Resident Evil 3: Nemesis, Capcom takes 
gamers deeper into the dark heart of terror. Game Informer 

gets all the bloody details on RE 3 in our interview with the 

game's producer, Shinji Mikami. In addition to a complete 
review and cast list of Resident Evil 3: Nemesis, we've 
also thrown in a Resident Evil anthology, an indepth 


Feature: Defining A Decade: 15 
Games That Changed The World 
As the 90s draw to a close, Game Informer looks 
back at the games that shattered our preconcep- 
tions of what a video game could be. These 
titles became instant classics by redefining 
genres, spawning hoards of imitators, and 
charting the course that gaming will take into 
the next century. 
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Nintendo 64 

Army Men: Sarge's Heroes, Donkey Kong 64, 
Gauntlet Legends, Knockout Kings 2000, NBA 
Jam 2000, NBA Live 2000, NBA Showtime, South 
Park: Chef's Love Shack, Turok: Rage Wars, WWF 
Wrestlemania 2000 v l o 


PlayStation 

Arcade Party Pak, Army Men: Air Attack, Cool 
Boarders 4, Gran Turismo 2, Grand Theft Auto 2, 
International Track & Field 2000, Jackie Chan’s 
Stuntmaster, Medal of Honor, Spyro 2: Ripto’s 
Rage, Test Drive 6, Tomba! 2: The Evil Swine 
Return, V-Rally 2, Vandal Hearts Il, Wu-Tang: 
Shaolin Style, WWF Smackdown 


Dreamcast 

D2, Evolution, NBA Showtime, Rippin' Riders, 
Slave Zero, Suzuki Alstare Extreme Racing, 
Vigilante 8: Second Offense, Zombies Revenge 


Destruction Derby 64, Earthworm Jim 3D, Paperboy, 
Top Gear Rally 2 


PlayStation 

CyberTiger, Demolition Racer, FIFA 2000: 
Major League Soccer, Fisherman’s Bait 2: Big 
Ol’ Bass, Knockout Kings 2000, Quake Il, 
Space Invaders, SuperCross Circuit, Warpath: 
Jurassic Park, Worms Armageddon 


Game Boy Color 

All Star Tennis ‘99, Billy Bob’s Huntin’ ‘N’ 
Fishin’, Catwoman, Chase HQ: Secret Police, 
Deja Vu | & Il, Duke Nukem, FIFA 2000, 
Madden NFL 2000, WWF WrestleMania 2000 


Neo Geo Pocket Color 
Beast Busters: Dark Arms, Puzzle Link 


© 1999 Twentieth Century Fox Film Corporation. Die Hard © 1988 Twentieth Century Fox Film Corporation. Fox, Fox Interactive, Die Hard Trilogy 2, and their associated logos are all trademarks of Twentieth Century Fox 
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JOHN McCLANE STUNT 


s RECK 
-uEADWOUNO FROM HIGH SPEED W 
XT PCR DRIVING DOWN VEGAS STRIP, 


HEY COULON'T HANOLE BEING 
JOHN McCLANE, CAN You? 


VIVA LAS 


DIE HARD TRILOGY 2 VIVA LAS VEGAS, BABY. 
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_ ‘The year 2000 is just around the 
corner, and yet | still don't have a 
New Year's resolution. Is this the 
year | qu sniffing glue? Do | finally 
quit playing EverQuest and go 
and...I believe the phrase is...speak 
with people in the real world? 
Shudder to think On second 
thought, | say screw this New 
Year's resolution and Y2K hoopla, 
I'm gonna go postal for the New 
Year and start a riot. Come on 
| everyone..itl! be fun. Fires. 
Looting. What more could anyone 
want from the new millennium?” 
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Fluffy Fluffy Happy Happy 


Recently it has come to my attention that 


| video game players want a magazine that likes 
| everything and is happy all the time, so | thought 


_ Id try it out this month in my Letter from the 


| Editor. 


Let's begin with some mood music. Maestro, 


| please put in a copy of Bobby McFerrin's "Don't 
| Worry Be Happy,” and make sure to crank it. 
Now that you are all whistling, | can finally begin. 

The next wave of hardware wars is going to 


| be a showdown, but gosh-darnit, | don't know 


| who is going to win because they all look so 
| great. Like, have you guys seen the stuff that has 
| been coming out lately on the Atari Jaguar? 


| Whew! It will 


blow your mind. The 


graphics....ohhhh the graphics...the machine 
| makes these objects that move around the 
| screen called polygons, and the people at Atari 
| have actually put these little pictures onto them 
: called textures. Is that cool or what? Definitely 
| the wave of the future. 
| But those graphics are nothing compared to 
| the Jaguar's awesome with a capital A controller. 
_ Have you seen it? I have, and it totally breaks the 
norm by only giving the player two buttons and 


~~ Paul, The Game Professor 


‘OG 


pauk&gameinformer.com 


"This issue has come to a close and 
| have been consumed by the 
Nemesis. What's this | hear? It's too 
hard? No better than Dino Crisis? 
Yeah, right! Jill could kick Regina's 
butt up and down the street. With all 
the evil goin’ down, I've had little 
time for anything else. As the NBA 
season kicks off, | am lookin 
forward to putting some time in wit! 
ShootOut and Live. | can't forget 
about NBA 2K for the Dreamcast. | 
hope it is as good as football. Lastly, 
be sure to check out the new 
gameinformer.com and harass the 
new guys.” 


ha. Sucks to be you 


Reiner, The Raging Gamer 
reiner@gameintormer.com 
(We know how disappointing this 
may be for some of you, but you 
gotta pull yourself together and 
stay composed. Reiner is not here. 
Now now, just settle down. Settle... 
settle...good. Don't worry, he will be 
back. After the completion of this 
issue, Reiner fled the building to seek 
shelter in a secret underground 
bunker. He won't return until all of the 
Y2K commotion comes to an end. He 
believes that all surface dwellers will 
spontaneously combust at the stroke 
of midnight on New Year's. He asked 
that we print a little something for 
him. Now, what was it he said again? 
Ah yes. "You're all gn burn. Ha 


BY ANDREW McNAMARA 


a keypad. Holy shrapnel! What an innovation. | 
thought we were the only ones that knew less 
buttons means more control. Boy, is that a 


monkey off my back! 


So everybody make sure to go to the store 
and spend all your hard-earned money on an 
Atari Jaguar, because it is the next big 
thing...everybody will have one and developers 
will never stop making games for it, even when 
they can't give the unit away anymore. Lord 
knows if you bought one, Atari would do 
everything in its power to make sure that you're 
happy and they'd never go out of business. 

Are you still reading this? If you are, you're 
either really interested in what | have to say, or 
just stupid enough to believe this garbage. 
Either way you're crazy, but | hope you get my 
point. We write our articles to give you guys the 
skinny on what we see moving and shaking in 
the industry, not just to feed you candy-coated 
dribble. Read Game Informer and you'll be 
happy that we're on your side. We want you to 
get the most gaming for your buck, and if we 
have to upset some people to get you the truth, 


then so be it. 


Mop Top gamers left to right: Smedley (Erik), lan (Matt), Mick (Paul), Ron (Andy), Nigel (Reiner), Trevor (Jay). 


Jay, The Gonzo Gamer 

jay@gameintormer.com 
“Tis the season for giving, so why 
haven't you given me anything? I 
know we hardly know one another, 
but | think we're at that stage in our 
relationship where it's okay for you 
to give me presents. What do you 
mean, what have | given you? | 
thought we were above all this petty 
score keeping stuff. Don't be like 
that! Look, all lm saying is that, 
well...] love you, and | know you love 
me too. What better way to show our 
feelings than with gifts? And 
remember, despite what you mom 
told you, it's not the thought, but the 
cash value that counts.” 


Matt, The Original Gamer 
matt@gameintormer.com 
“Bye bye 20th Century! Goodbye 
Punky Brewster! Goodbye Mello 
Yello! Goodbye Mariah Oanes (the 
girl | made out with in seventh 
grade)! Nice to know you, Mayor Ed 
Koch! Audi 5, Elvis! Fare-thee-well 
Atari 2600! Toodle-ooo NES! 
Sayanara Ford Tempo! Nice ta 
know ya Converse All-Stars! See 
you on the other side, Rodney 
Dangerfield! To my ninth grade 
shop class — you were the brothers | 
never had. The pleasure was all 
mine, Cherry Nibs. Couldn’t have 
done it without you, Cinemax After 

Dark. ODB — Long may you run!” 


_ Blitz 2000 
w- Catwoman... 
Centipede 
Chase HQ: Secret Police 
Cool Boarders 4 
Crary Tan oes, oes aa EREATARA cece 
Crisis ZONE «kr acces x aia) naria a 
CyberTiger 


International Track & Field 2000 
Jackie Chan's Stuntmaster 
Knockout Kings 2000 (N64) ... 
Knockout Kings 2000 (PS-X) 
Madden NFL 2000 ........ 
Marble Madness 


NBA Live 2000 
NBA Showtime 
NBA Showtime 
NHL Blades of Steel 2000 
NHL Championship 2000 
V TH PT PMSQUANINSAT IR E A OE TODOS 
Phantasy Star Online 
Professional Bull Rider 


Tomba! 2: The Evil Swine Return 
Top Gear Rally 2 ... . 
Turok: Rage Wars . . . 


Vandal Hearts Il 
Warpath: Jurassic Park 
WCW: The Main Event 

Worms Armageddon . ........ eese 
Worms Armageddon .......... sse 
Wu-Tang: Shaolin Style 
WWF Smackdown . ............. 
p- WWE WrestleMania 2000 
» -WWF WrestleMania 2000 (GBC) 


GAMESSINDEX: 
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_ Game Page Number 
MsO Winker ses sscvevccerevereres 89 
Adventure Island . 118 


All Star Tennis ‘99 .. 
Alunda 2 ors -87 
AMA Superbike... enn 76 
Arcade.Pary.Pal v9. liene 67 
Army Men: Air Attack ... 00.0.0 cence eee eee 44 
Army Men: Sarge's Heroes... 38 
Beast Busters: Dark Arms ..... 60.00 e cee 85 
, Billy Bob's Huntin’ 'N’ Fishin’... 6... e ees 83 


Deja VU Li IIoc orones eur dete sina save 
Demolition Racer 
Destruction Derby 64 
Donkey Kong 64 .... 
Dragon Quest ...... 
Dragon Quest Vil ... 
Duke Nukem 


,,Earthworm Jim3D ....... cence tence 
E LlemalArcadia u.s.. seerne deer T TIME 
Evolution... aa haai aa v e na inh er 
FIFA 2000 (GBC) <- visiini ke E ese... 
FIFA 2000: Major League Soccer ...........+ 81 
Final'Four 2000. 11. vut vee ..86 
Fisherman's Bait 2: Big Ol’ Bass as 
Flight Unlimited IIl .......... ET 
Gauntlet Legends ........... sels 40 
Gran:/TUristmo Rina ira ete Vetch adn ace pd eae Rd 62 
Grand Theft Auto 2:2 eerte IURI 45 
Gulf War: Operation Desert Storm........... 76 
HOITIGWOFId 1.7 odore d foU cruise ats Qa a 76 


Rage of Mages Il: Necromancer ...... sse 76 
Rampage 2: Universal Tour ... 

Rampart 
Ready 2 Rumble Boxing . . . 
Resident Evil 3: Nemesis . . 
Fippih  HMIBIS, ese ciate eua E rera in 
Robbil Mon DOU 5a ooo eieaa 
Sega NBA 2K 
Bye CBr WET ROL CEAN 


SpSCO DIETE Os dere enini 
Space Invaders ........ BA 
Spawn Arcade...... 
Spyro 2: Ripto's Rage 
Supercross 2000.... 
SuperCross Circuit -iss e Meses 


Suzuki Alstare Extreme Racing ....... sese 74 
TeStDHVE Oeste viiam eia Pies ROS RT 54 
Test Drive Cycles ........ asini 88 
The Legend of Dragoon. ....... 6... .e eee 87 
Tomb Raider: The Last Revelation .......... 88 


Erik, The PC Jedi 
erik@gameinformer.com 
"| dreamt that | was Ronald 
McDonald once. | was hosting a 
birthday party in full clown garb at a 
McDonalds back home in 
Glenville/Burnt Hills New York, when 
a little girl looked up at me and said, 
'Pardon me, but l'm blabbering 
incessantly.' | remember thinking it 
strange that a little girl would use 
such words and was pondering this 
as | walked home in the clown suit 
with the huge orange wig tucked 
under my arm. Then | woke up and 
was sad because | never looked 
down to see the big red shoes. 
Dreams are annoying like that. 
Wow, Homeworld is awesome! Has 


anyone seen my Ritalin?” 
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_ WHAT IS THE EXTRA "p" 
IN YOUR NAME FOR? 
IN NBA ShootOut 2000, 


ARE YOUR HIGH TOPS TIED 
IN A DOUBLE KNOT? 


I$ IT TRUE YOU'RE 
ALLERGIC TO CELERY? 


DOES YOUR UNIFORM START TO 
CHAFE BY THE FOURTH QUARTER? 
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It’s NBA ShootOut 2000 starring Jason Kidd. Check out 300 new motion 
captured moves with 42 signature dunks, or design your own slams 
with “Create Dunk.” New defensive Matchup & Deny™ and offensive 
Read & React™ artificial intelligence gives you the most realistic 
hoops game play ever. *Touch Shooting" even lets you control the 
accuracy of your shot. You think you got enough game? Bring it. 
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PlayStation2 
Design Gripes 


I’ve been very excited for months 
to see what Sony has put many 
months (if not years) into — designing 
the final look of its new PlayStation2 
console. My mind boggled as to the 
aesthetic ingenuity Sony would conjure 
up to make its new money-maker as 
appealing to the eye as its predecessor. 
Finally, my day has come and I'll be 
damned if | ain't disappointed. 

| believe that this new console of the 
new millennium is the result when a 
WebTV and an Atari 2600 have sex. 
| can almost understand Sony ditching 
the calm, unaggressive gray casing for 
a more hardcore black. But then, as 
history has shown, consoles that are 
any color but gray tend to fall from their 
places in assumed history very quickly. 
Not that this is a major issue, but one 
has to admit, it plays a role in 
marketing. 

The second thing on my list is the 
blocky and rigid style of the casing. 
Instead of designing 
something different 
from the norm, 
something that 


would stick out in a crowd, 

Sony made the PS-2 blocky and plain 
like it was a piece for a home theater. 
Granted, it can double as a multi-media 
machine, but | want to invest in a game 
console. If | want to watch a movie, 
l'll pop Austin Powers into my VCR and 
crank up my Rammstein CD in the 
stereo system | already have. l'm set 
for that crap, | want to play games now. 
Show me a machine that will do that 
and that will not blend in with the rest 
of my electronic equipment. (BTW, 
anyone remember those amazing 
multimedia game systems, 3DO and 
CD-i?) 

Then there's its useless feature...| think 
they're trying to show us that the console 
can run on its side. WHY?? That's about 
as practical as Nintendo's N64 
controller that was obviously designed 
for three-handed people.The best | can 
figure is that (along with all the extra 
hardware like USB ports) Sony also 


Wonder Why Ken Griffey 
Jr. Likes Nintendo? 


The president of Nintendo of 
America was hired to be the Seattle 
Mariners’ paycheck guy. It is said 
that he plans to quit Nintendo in 
February, when he turns 60.What do 
you guys think about this? 

Ryan "fuzzydrummer" Batie 
via hotmail.com 

We think the Mariners will change 
their name to the Pokémon, and 
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wants this to fall into the PC market. 
Putting it on its side kinda makes it look 
like a tower, and perhaps they believe 


that consumers may mistake it for a | 


computer...like the iMac. 


| admit, the hardware and specs are | 


more than impressive.The demos l've 


seen makes me jump for joy. | even think | 


the new logo is pretty sleek. But when 
| buy mine, I’m going to have to put a 
paper bag over it when I play Tekken 5. 
They R not (red)E. 


via cyberg8t.com 


We have received a number of| 


letters concerning certain aspects of 
the PlayStation2's design and, indeed, 
Sony is trying to make the PlayStation2 
blend in with your other home 
audio/theater components. The PS-2's 
front-loading tray and modular look 
is definitely something that will fit right 


into the stack of electronics next to 


your TV.We also believe that part of 
this design was meant to separate it 
from a traditional gaming console and 
move it up off the floor where many 
of the current PlayStations reside. 
So in that respect, we 

believe Sony 

does want the 

PS-2 to be 

more like a 


PC and less like | 


a toy. Still, Sony 

had better make 

the controller 

cables at least I5 

feet long so we aren't 

forced to move it around 
every time we play. 

As for running on its side, our 
current PlayStations spend half their 
time on their sides already, so we don't 
see any problem with that. However, 
we are a little leery about the front- 
loading tray. Remember the first Sega 
CDs? They had a front-loading tray, and 
Sega scrapped that design after it proved 
to be prone to malfunction. Speaking 
of old systems, we came up with the 
same scenario of doomed gaming 
consoles with black casings. Two that 


refute that claim are the Sega Genesis | 
and, to some extent, the Nintendo 64. | 


Don't get too irate about how 
many controller ports it has or 
whether it matches (or doesn't 
match) your VCR, just hope that the 
games rock because that IS the 
bottom line. 


Charmander will be their new mascot. 
Also, we expect season ticket holders 
will get free Game Boys and every luxury 
box will have a Nintendo 64 in it. 

Actually, the Mariners' new chairman 
(and former Nintendo president), 
Howard Lincoln, has been on the board 
of the Mariners for many years. In fact, 
Nintendo's top man, Hiroshi Yamauchi, 


owns 60 percent of the Mariners. | 


Sean Ryan | 


Snail Mail: 

Game Informer Magazine 
Attn: Dear Gl 

10120 W. 76th Street 
Eden Prairie, MN 55344 


You've Heard This Before, 
But Not Like This. 


| have been a gamer for a long time. 
lm 31 and my first system was Pong. 


| l'm sure you've gotten letters accusing 


you of bias toward Sega and, believe 
me, lm not loyal to any system; but after 


| reading your DC launch issue, | 


believe now that you do have some bias 
toward the company and/or its system. 
For example, putting dynamite on the 


| cover and making it sound like the 


system is going to blow up or be a bomb. 
A mild inference to be sure, but 
relevant.Also picking on Sega for not 


| “raising the bar" and having even more 


controller ports. | don't have a 
problem with reviews or constructive 
criticism, but the fact that you're 
harder on the Dreamcast is evident 
and will only serve to derail the DC 


| before it gets a fair chance.A lot of it 


is in how you word stuff. I’m not telling 
you to change your style, as | said, I’m 
no Sega loyalist, but | am a Dreamcast 
owner and l'd like to read a mag that 
at least is a bit more positive about it. 
This will be the last of my subscriptions. 
Keep in mind, there are a half a 
million more Sega owners for you to 
turn off, which is not to be forgotten. 
Joe Menza 

via yahoo.com 


Dreamcast Weh 
(in)capahilities 


It seems to me that until online gaming 
is a reality on the Dreamcast, 
subscribing to the Sega Network is a 
waste of money. Nothing works, no 
video, no audio, limited to Dreamcast 
chat rooms, and it just took me most 
of the night to type this with my handy 
onscreen keyboard. Soul Calibur’s 
great, web surfing blows. My thumb is 
starting to feel arthritic. 

Sean Emery 
via worldnet.att.net 


Not So Perfect Dark? 


Hey, you guys are cool. People 
listen to you, people respect you. Well... 
maybe not Reiner, but the rest of you 
at least. | read in your October issue 
that Perfect Dark might be delayed ‘til 
April of 2000! This is awful. It’s easily 
one of the most anticipated games of 


| the year, and it was going to be THE 


holiday game this year. Now it won't 
be... why? All because of a worthless 
feature that involved Game Boy. Why 
is Rare even bothering with that silly 
feature? You guys need to get on the 
phone with Rare and let them have it. 
It's already going to be an excellent game, 
and l've read about many other 
features that make the game great. Having 
four players along with six computer 


| drones is awesome, the guns and 


levels sound so cool, and some of the 
different features (seeing through 
walls, for example) sound unreal. | don't 
see the need to put yourself into a game 


Email: 
deargi@gameinformer.com 


WWW 
www.gameinformer.com 


Bias toward Sega? You bet! Ever since 
we put Sonic on the cover of issue #1, 
we have loved Sega. Heck, who can forget 
the Eternal Champions cover in early 
'95, followed shortly after by the 
spectacular Daytona USA cover? 
Wait a second, are you that same guy 
who wrote us in 1995 and said we must 
have a bias toward Sega? Hold on, we 
think you mean bias against Sega. Ve 
heard that before, exactly (sort of) like 
you put it. 

We posed a question on the cover 
of the October issue, and maybe we 
could have a bias toward one answer 
or the other, but it certainly isn't an 
underlying theme of our story. We 
attempted to let readers answer this 
question for themselves. Maybe a 
question such as:“Dreamcast:A bomb 
or the bomb?" would have been 
better. Or perhaps it's just the way you 
read stuff. 

Look at the two games that received 
the highest scores in the October issue, 
and we think you'll see a positive 
statement about Dreamcast. However, 
like we said in the October issue,"No 
sugar-coating, no butt-kissing, and 
no bologna." 


Hmmm...you have discovered that 
you need a keyboard, haven't you? Still, 
the marketing crew over at Sega 
really did a number on a lot of people 
who were expecting gaming nirvana 
with the Dreamcast modem. Sega is 
still working on keeping its promise 
for online games, but don't expect 
anything substantial until next summer. 
The Dreamcast Network still has a long 
way to go. 


like this. The game should have plenty 
of cool characters to choose from, and 
while this feature would be nice, it's 
simply not worth waiting four months 
to have. Like | said, you guys know how 
to get things done. Get on the phone 
with Rare and tell them that a silly little 
feature like this isn't worth a four month 
wait. We want our game for Christmas!! 
Tom Ross 

via talon.net 

Yes, we do know how to get things 
done. Unfortunately, we don't know 
how to get Nintendo and Rare to meet 
announced release dates. Actually, we 
were told that besides the Game Boy 
Camera features in Perfect Dark, 
Rare needed to devote more time to 
Donkey Kong 64. So you can also blame 
that big ape for Perfect Dark's delay. 
Like you, we grow tired of developers 
not meeting deadlines, but that is the 
nature of the business and something 
you have to get used to when you want 
to be on the cutting edge of gaming. 


YOUR GUESTS SHOULD STAY IN COMFORT. 
NO MORE THAN 8 TO A ROOM. 


As you jump through a boxcar, don't 
stare at the hobos. They’re people too. 


Many experts say that ten or twelve guests in a room is completely acceptable, but in my 
a erience. a 9 9S 1 ^ it £ ioht. * CUES x : $5 s; 3 4 : ‘i 
experience, a good host will cap it at eight. Your guests’ needs should always be top of mind When crossing a road, share a good moon 
Offer up a thigh for a pillow, or if you have a toothbrush, share it. witha family. Preferably one in a mini-van. 


In the heat of competition, show no 
etiquette. Losers never get the honeys. 


Another great energy source is the #1 snowboarding 


TOUS 


game, Cool Boarders 4. Make your soul patch tingle with 


new tweaked out grabs and tricks like method-melons and 


hand plants. 16 pros including Jim Rippey, Shaun White 
and J.P. Walker tear it up on 30 new courses riddled with 
short cuts, kickers and rail slides. One to = 


EVERYONE : : ; 
sy four riders can choose from 34 boards 


by 9 top companies, or customize their 
PlayStation 


own. Please friend, have a lovely shred. 


www.989studios.com 
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Whatever 
happened to The 
Diabolical Adventures 
A of Tobu and King 
B. Emperor Leo, which 
were in your June '98 
E3 issue as future 


games that would be good? 
Mike Clark 
via yahoo.com 


Unset With Final 
Fantasy Vill 


| was disappointed with FFVIII! The 
| game is way too corny. | found myself 
| playing Triple Triad more , 
| than the game itself. | 
| Square seemed to know | 
| how well it would sell and | 
| decided to lean more | 
| toward marketing. I’m | 
| getting annoyed with | 
| the type of RPGs Square | 
| creates — the one-way, ff 
| no real choices, all the | 

| same type of RPG. 
| l bet they could come 
| up with a great RPG based more on 
| individuality (Diablo, Baldur's Gate, etc.). 
| Square used to be my favorite RPG clan, 
| but they keep making these kiddy games. 
| That's killin’ me! | guess I’m really picky 
about my RPGs. 


LEE~ONE 
via aol.com 
| We're actually surprised how long 
| it took for one of these letters to finally 


Taking Aim at N64 


| Will N64 ever get a shooter game? 
|| know there are two light guns 
| drawn up for the N64, but no games. 
| | enjoyed Virtual Cop and Time Crisis, 
| and I know about House of the Dead, 
| but that is it. Are there any shooter 
| games on the horizon? So many 
| companies make really bad RPG, 
| fighting, sports, adventure games, 
| etc. Even if Nintendo would come out 
| with Duck Hunt 2, the name could sell 


What's the Deal? 


| What’s the difference between the 
| Dreamcast's VMU and the VMS? Do they 
| do the same things or are they one and 
| the same? 

Clifford Edwards 
via hotmail.com 


es y GI Editor - Tastes just like 


chicken! 


It appears that both of these games 
fell onto hard times and will not see 
the light of day. Tobu was under 
development at 989 Studios and had 
some great concepts, but many of these 
ideas didn't translate into dynamic 
gameplay.The plug was pulled after many 
months. The studio decided it could 
not invest more time and money 
developing this game. 

As for King Emperor Leo, Nintendo's 
Shigeru Miyamoto was overseeing early 
development of this game for Nintendo 
64, but obviously games like Zelda have 
taken priority.The last we heard is that 
the game development was on hold. 
However, we can never rule out a version 
for the Nintendo Dolphin. 


Mike Oilla, Blythe, CA 


A ninja in a tight blue 
and red outfit...the union must 
be furious. 


show up in our office. On the "one- 
track" criticism, we totally hear you. 
We've been disappointed in console 
RPGs for some time now for following 
the town-to-town 

formula. The real 

problem is that it's 

hard to suck players into 
an interesting plot while 
allowing them to wander 
| around the world and 
muck about at whim. Still, 
the experience of playing 
through FFVIII was pretty 
sublime even if it felt more 
like reading a book at 

times. If you really get into the 
junctioning system and start looking | 
for items to enhance your GFs, we think 
you'll discover that Square has packed 
a lot more play value into the game than 


Mike Michuda 
Villa Park, IL 
GI takin’ it to the streets. 


ji 


SURE NO 


Elijah Kunisawa 


first appearances suggest. Overall, we Mckinney, TX 
have to say FFVII was the better Few knew that 
game, but not by much. Cloud was a big 
hippie back before 
the rebellion. 


itself, and the concept is so simple you 
can't screw it up. 


Stinky Matt 
via accom Josh Gilbert 

Ever since Nintendo stuck its nose Glendale, WI 
into video game violence issues back Like sand 
in the early ‘90s, it has strayed away through the 
from any type of video game guns. They hourglass. these 
did have the Super Scope for the Super Glass... 
NES. If you ever tried that monstrosity, ge of 


you probably realize why Nintendo hasn't 
made any attempts on the N64. It also 
looks like Nintendo isn't going to try 
any time soon. 


When Sega first introduced the Graham Lopinsky 
Dreamcast, it called the small DC Bolingbrook, IL 
memory packs the Visual Memory Flame on! 


System. Later, it changed that to the 
Visual Memory Unit. VMS, VMU -~ it is 
one and the same. 


— 
PlayStation 


e 


IS IT THE SECOND ACT OR THE SECOND COMING? IS IT AN EVOLUTION OR A REVOLUTION? 


IS IT A SEQUEL OR A QUANTUM LEAP? WHAT IS THE MEANING OF TWO? TOO? TO? 


COMING SOON GRAN TURISMO'2 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Gran Turismo is a trademark of Sony Computer Entertainment America Inc. All manufacturers, cars, 
names, brands and associated imagery featured in this game are trademarks and/or copyrighted material of their respective owners. All rights reserved. © 1999 Sony Computer Entertainment Inc. 


CONTENT RATED BY 
ESRB 
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Welcome to the Wor 


Introducing Evil — Resident Evil 


“Capcom Entertainment wants you to learn two lessons - the first in fear, 
the second in survival. And the only way to learn these lessons is to take a class 
in terror from Resident Evil." 


— Capcom Entertainment, Resident Evil Press Release, October 31, 1995. 


t has been almost four years 


since gamers were intro- 


duced to a PlayStation game 


that was simple in concept, but 


The introduction came on an appropriate day. Capcom 
ounced the release of its new game on Halloween. Despite 
dl e eerie announcement date, gamers were not prepared for 
just how scared they would be when Resident Evil landed on 
the PlayStation in March of 1996. Still considered by many to be 
the best in the series, the game introduced us to the Raccoon 
Police Department's S.T.A.R.S. team. In particular, it featured 
two members of the S.T.A.R.S. Alpha team, Chris Redfield and 
Jill Valentine. 


Resident Evil is still known for its 
incredible challenge and, better yet, for its 
cheesy voice acti: 
actor Bruce Ca 
in Resi | 


brilliant in execution — execution of 


-zombies, that is. Of course, we are 


referring to Capcom's blockbuster 


game series, Resident Evil. Since 


its inception, the franchise has 


racked up over 10 million copies in 


sales and is still going strong. 


Before exposing the third 


installment of the series, Resident 


Evil 3: Nemesis, we thought we'd 


crack open the Game Informer 
archives to take a look back at the 


series and bring you a brief history 


of the Resident Evil games. We will 
even take a look at a version of the 
game that never made it to the 
shelves. 
With new Resident Evil games 
scheduled for the Nintendo 64, 
Game Boy, Dreamcast, and 


PlayStation, the genre of survival 


horror will continue to make players LLL A n» 


"This has t e Ihe freakiest game 


afraid to play their systems alone. 


ever made." — } 
= — Reiner, Gamẹ Informer, 
a March 1996 
Gano Informer « December "99 - 4 ge KA - 2 
Ni £ y oo 


“Elza Walker, a daredevil motorcyclist, needs 
to do stunts to pay for her outstanding 
college tuition fees.” 


-- The Evil That Never Was — 
Resident Evil 1.5 


After completing work on Resident Evil, Capcom 
immediately began work on a sequel. Slated for release 
in March of 1997, the sequel was to star a brash young 

cop named Leon Kennedy and a young woman 
named Elza Walker. 


| During the production, Capcom didn't feel 

satisfied with what it saw. The team was using the 
original game engine and didn't feel it was meeting 
the graphical standards that players 
expected. The development team was also going through a 
number of personnel changes. So, the version was 
scrapped after many months of work. In the fall of 1996, 
Capcom began to develop a new graphics engine and 
dropped Elza Walker for a new female protagonist, Claire 
Redfield. This game would be Resident Evil 2. The 
abandoned Resident Evil game became known as Resident 
Evil 1.5. 


In the meantime, Capcom decided to release a cookie- 
cutter version of Resident Evil. 


— Game Informer, February 1997 


olice station. 


sess sine hh sess Rms A ss USS SS HR Sse seh 


“Uncut, enhanced, and loaded with new features, the Director’s Cut includes a 
Resident Evil 2 Interactive Demo.” 


— Capcom Entertainment, Resident Evil Director’s Cut Press Release, June 19, 1997 


The selling point of Resident Evil's Director's Cut was that it was to be an unedited version of the original. What 
it turned out to be was a cookie-cutter version of the game that did nothing more than fill the coffers of Capcom. 
Little, if anything, was different in the Director’s Cut, and Capcom failed to deliver on its promise to include an 
| unedited version of the opening sequence that included footage of a severed arm. For players new to the game, it 
offered better value than the original. But aside from receiving the Resident Evil 2 demo, fans of the series were 
shafted when this game hit the shelves in October 1997. 


Resident Evil 2 received a similar makeover, but Capcom added a Hyper-Battle mode and Dual Shock support. 
Again, if you had played RE 2, this didn't offer anything over the original. 


5h. 


| RE2'ccuteconos were far more | 
dramatic than those of the original. | 


Resident Evil 
Resident Evil 


Resident Evil 1.5 
Resident Evil: The Director's Cut 


Resident Evil 


Resident Evil 2 


PlayStation 
Sega Saturn 
PlayStation 
PlayStation 
PC 
PlayStation 


Resident Evil: Director's Cut: Dual Shock PlayStation 


Resident Evil 2 

Resident Evil 2: Dual Shock 
Resident Evil 2: Platinum 
Resident Evil 2 

Resident Evil 3: Nemesis 


game.com 
PlayStation 
PC 

Nintendo 64 
PlayStation 


Resident Evil 


Resident Evil: Code Veronica 
Resident Evil: Gun Survivor 


Game Boy Color 


Dreamcast 
PlayStation 


“Nearly twice as large as its predecessor, the development of Resident Evil 2 
took a 45 member team more than 78 man years to complete.” 
— Capcom Entertainment, Resident Evil 2 Press Release, 


Packing two CD-ROMs and a ton of new weapons, Resident Evil 2. 75, 5 so 
stormed the PlayStation on January 21, 1998, almost two years 
after the debut of the original. The wait was long, but Capcom 
delivered a rich story and intriguing adventure. The game 
promptly sold nearly 500,000 copies in the first week of release. 
Introducing two new playable characters, Leon Kennedy and 
Claire Redfield, to the Resident Evil lineage, the game also 

expanded the cast to include playable mini-quests featuring 
the voluptuous Ada Wong and young tot Sherry Birkin. 


March 1996 
August 1997 
Never Released 
October 1997 
November 1997 
January 1998 
September 1998 
September 1998 
October 1998 
February 1999 
November 1999 
November 1999 


January 2000 
March 2000 
Unknown 


rm 
L. 3 


S * YGF "The first one made me 
MATE laugh, this one frightens 
me, and the next one will 
probably make me buy 
rubber sheets.” 


— Reiner, Game Informer, 
January 1998 


January 8, 1998. Fld 


| "Take a look at the proliminary | 
| sketch of the Tyrant-103. This later | 


1 


| became the Nemesis of part three. | 


die 
- 

The spin-offs were inevitable. After watching nearly every í : 
publisher try to rip off its formula for Survival Horror, Capcom l H LM. 
wised up and has started to produce Resident Evil games i f 

with a twist. . 

Beginning with Dino Crisis, which N P 
was released a few months ago, 4 
Capcom is moving the genre in 
new directions. The essence of is 
the game remains the same as in 
Resident Evil, but the zombies have 

changed to dinosaurs. The zombies may 
morph into samurai in Capcom's first announced 
game for the PlayStation2. Oni Musha looks to be 
Survival Horror in feudal Japan. Characters in this 
game brandish swords of steel instead of shotguns 
and pistols. 

Where else can the genre go? Resident Evil 
producer Shinji Mikami thinks outer-space might be cool, but the 
possibilities are limitless. 


An Interview With 


Cover Story 


Capcom’s Shinji Mikami is a big name around Japan 
these days. Not only is he the producer of Resident 
Evil 3: Nemesis, but he was partly responsible for 
. creating the entire concept of the Resident Evil series. 
À He has lent his skills to all three Resident Evil games as 
"broducer, and is also involved with Resident Evil: Code 
Veronica for Dreamcast. 

"Aman of few words (very few), Game Informer got the 

. chance to speak with this secretive game producer. 


Game Informer: When you were growing up, 
what kind of job did you think you would have 


when you got older? 
Shinji Mikami: | wanted to become a Formula 1 
driver. 


Gl: How did you get your start in video games? 
What was your first job in the industry? 


SM: I got interested in a leaflet for a professional 
wrestling game which my friend left at my 
house, and then got interested in playing 
games. 


Gl: Can you tell our readers some of the other 
games you have worked on? 


SM: Quiz Game (GB), Roger Rabbit (GB), Bio 
Hazard [Resident Evil, U.S.] (PS), Goof Troop 
(SNES), Aladdin (SNES). My first game was the 
Quiz Game. 


Gl: As producer, what is your role in the 
development of Resident Evil 3? 


SM: To think of the game concept, and after that, 
| do management, promotion, and oversee the 
entire development of the game. 


GI: We're sure that the game has generated a lot 
of questions about how to beat it. Where do 
you see most players having trouble or getting 
stuck? 


SM: The enemies (especially Nemesis) are very 
strong, so | believe the player will get defeated 
many times before they defeat the Nemesis. 


Gl: How many people were involved with the 
production? 


SM: There were about 50 people. Making a game 
of this caliber takes a lot of hard work from a lot 
of people. 


GI: With the time involved with producing games, 
is there ever time to play games other than 
your own? If so, could you name some of your 
favorite video games (current or classic)? 


SM: Dragon Quest Monsters, Zelda, Derby 
Stallion, Gran Turismo, and lots of other games 
when | can. 


Gl: Before Resident Evil 2, there was a version 
that was completely scrapped. Did any of this 
material appear in Resident Evil 3? 


SM: No. There was no material of that version 
used in Resident Evil 3. 


Gl: The Resident Evil film has been in the news 
for many years. What happened to George 
Romero and can you update us on any 
progress for the film? 


SM: Unfortunately, at this point | can't comment 
on any happenings regarding the movie. 


Gl: What's your favorite horror film? 


SM: Dawn of the Dead, Alien, Exorcist, Jaws, and 
Dracula movies. 


Gl: We heard that Code Veronica has been 


that project and why the delay? 


SM: I am the producer on the project. |. gyi 
cant comment on why Code 4 
Veronica is delayed. Don't worry, it 
will be out soon. 


GI: What are your impressions of 
the PlayStation2 and Dreamcast? 


SM: PS-2 is not only a machine for 
games, but is hardware with 
numerous possibilities. The 
Dreamcast hardware makes it 
easy to develop games. 


Gl: With the PlayStation2 on the 
horizon, from a technology 
standpoint what can we expect as the 
story continues on new hardware? 


SM: Gameplay elements such as 


graphic and action will improve. We — 


will continue to look to advance all of — 


our titles given the capabilities of the 
new systems. 


GI: Are you involved in the Oni Musha project? 
This definitely seems like a precursor to some 
of the things we can expect with the next 
Resident Evil game. What can you tell us of the 
progress on Oni Musha? 


SM: | am not involved with the Oni Musha 
project. 


Gl: What about Resident Evil Zero, we 
understand that this is in development for N64. 
Can you please comment on this project? 


SM: At this point, | can't comment on this 
question. 


GI: Regina and the team from Dino Crisis look 
like they could kick some zombie butt. There's 
also no doubt that the S.T.A.R.S. members 
could handle themselves against dinosaurs. 
Any chance will see some cross-overs 
between the two games? 


SM: The two games will not have any cross- 
overs. The characters in each storyline are 
completely separate from each other. Both are 
strong enough to carry their own storylines 
without crossing over. 


GI: Where else can the survival horror genre go? 
We know about zombies, dinosaurs, and 
samurai. How about aliens? 


SM: Aliens would be really cool. Time 
will tell. 


Gl: BioHazard Gun Survivor is 
a new twist. Any chance we 
may see Resident Evil used in 
other genres? We saw Leon 
^ asasnowboarder. How about 

Jill and Chris in a Final Fight 
style beat 'em up? 


SM: We don't know yet. But we 
will not use Jill and Chris in a 
Final Fight style game. 


Gl: We have this strange 
fascination with Barry Burton. 
Barry, where's Barry? 


SM: It'S a secret. 


ae whet can Capcom ANDY 
ne better; and each ae _THE GAME HOMB 


Entertainment i : 
O25 September 28: Just 24 hours prior to Leon Kennedy’s first day as | 
- a police officer and Claire Redfield’s arrival in the devastated town of | : 
Raccoon City, Jill Valentine realizes that little can be done to stop the 
Umbrella Corporation. Umbrella controls Raccoon City and no one 
dares to oppose them. 


As a member of the Raccoon City Police Department's elite unit | 
known as S.T.A.R.S. (Special Tactics and Rescue Service), Jill lived 1 ' 
through an overwhelming experience just a few weeks ago. At the 
time, she believed that the nightmare was over and that Umbrella’s | 
licentious experiments in the mansion outside of the city had ended | 
when the entire site was destroyed. However, recent events in 
Raccoon City have brought Jill to the realization that this is Raccoon 
City’s last chance - and this is also Jill's last chance, her last escape 


Resident Evil 3: Nemesis spans four days. During this time it will | 
take Jill through the events that lead up to Resident Evil 2 and, 
because of mysterious circumstances, it will conclude 24 hours after 
p EUM. USE Leon and Claire have escaped the city. 

ertainment 


95 Can you change Jill's last chance into a new beginning? Can you ^ 


5 | fulfill Jill's destiny on October 1? 


Unraveling the Conundrum 


OVERALL — Like the previous games in the Resident Evil series, the play of Resident Evil 3: Nemesis is not as simple as just 
x gunning down zombies. Players must use their brains to fix machinery, decipher puzzles, and open passageways. 
M Some tasks can be as simple as finding a key and unlocking a door, but others will have many scratching 

æ REIN ER their heads. 
hee a host of ~ Concept The difficulty with deciphering many of the game's brain-teasers is two-fold. First, a number of the puzzles offer 
arsaries, it doesn’t take “8.75 random solutions. Maybe not truly random, but close, since more than one answer can be used to solve them. For 
example, the first passcode that is offered in the Police Station can be any one of four numbered sequences. 


Bagi j 
.Will you push the switeh? k 
© >Yes N 


The crawlers will suck the life out of ya. 


se to the next level. Just — 2S — 
ke in the previous games, enemies jumping Graphics. Another instance in the Hospital allows for multiple solutions by having the player push an object onto one of four 
ugh wind eer He eee — floor switches. Second, a few puzzles will combine this “randomness” with some number crunching or pattern 

y Sound | recognition. Players may spend upward of an hour trying to decipher some of these difficult conundrums. 


this chapter i is loaded - | 905. 
bie Solving the mysteries of Resident Evil 3 is often done through plenty of trial and error, as well as by learning 
a the proper sequence of events. Of the three Resident Evil games, this one definitely has the most difficult puzzles. 


the P$ es 
B The Nemesis concept, or “Chaser” as he is referred to in Japan, was introduced in Resident Evil 2. In that game, 
this biological killing machine, known as Tyrant-103, would appear in various locations during the second mission. 
It was tough to kill and, if you did put it down, it would drop some ammo. The reward outweighed the task as players 
could easily avoid the Tyrant by leaving the room. Even if you did kill the Tyrant, it would ultimately reappear in 
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PlayStation — 


Cover Story 


* Size: 1 CD-ROM 

* Style: 1-Player Action/Adventure 

* Special Features: Story Takes Place 
Before & After RE2; New Side-Step Dodge; 
Quicker & More Agile Zombies; Dual Shock 
& Analog Compatible; Bonus 
“Mercenaries” Minigame; 6 Secret 
Costumes 

e Replay Value: Moderately High 

* Created by: Capcom 

* Available: November 12 for PlayStation 


Bottom line: 9 25 


Carlos i is playable for a short | 
fime and will help Jill 


another part of the 
game. Resident Evil 3 
| builds on this basic 
Scheme, expanding it 
in the third adventure. 


< The Nemesis is more aggressive, mes to kill, and will constantly 
tack you, The tactic of just leaving the room will not work with the 
Nemesis. It will chase you over a wide expanse of tooms. Although it à 
is possible to evade the Nemesis by running, it will then set, 
another ambush when you least expect it. With the increased diffi 
come bigger rewards. If you are skillful enough to take it down, the 
Nemesis will supply you with a treasure trove of useful 
items. New weapons, bountiful health, and unlimited ammo 
will be the fruits of your labor. i 


Still, the Nemesis is incredibly tough, and you'll spend 
plenty of time avoiding this imposing figure. 


Se caring Your Pants Of 


always been one of the scariest video 
game experiences ever made. The series makes our spines 
| tingle and hair stand on end. It might have been the 
-| unexpected crash of a window or the first glimpse of the 
deadly Hunter. Whatever the eerie surprise, we have been 
| conditioned to expect some terrifying events. 


The second game was reasonably scary, but used too 
many of the same fright tactics as the first. And RE3? While 
you might suppose that you can take crashing glass only 
| so far, Resident Evil 3 defies your expectations. Just when 
| you think you have experienced all the events and all the 

scare tactics, something changes. One time you may just 
-| see a flock of crows, the next time it's become a pack of 

-| dogs. The first time you play through you might meet some 
lumbering zombies, the second time it will be hunters. It 


makes us shudder just to think about all the instances of : EOE cme 
true gaming terror. you have played either of the previous adventures, you know that 

The terror is further intensified with the Nemesis. Even many instances call for evasive maneuvers rather than armed conflict. 
th | h we h layed through th ho i Even so, in the other games, escaping trouble was easier. The 
hough we have played through the game a number O! Creatures in this game are faster and more numerous. 


times and know exactly when and where the Nemesis will UN j 
appear, we still get the chills when trying to escape. One Resident Evil 3 introduces a new evade move which, when used 
wrong mishap with the controller and it will get you. correctly, will side-step an oncoming attack. It will give you space to 

fire a shot or run for cover. Over and above figuring out which key 


E Surviving the Horror goes into which lock, the most daunting task in this game is simply 
| New adventurers in the Resident Evil universe have the staying alive. : Lus ; 

4 tendency to destroy everything that moves. This tactic, Most often, then, the tactic of choice is to run for your life. 
Om s ; | | although very satisfying, quickly depletes the player's Remember, this is survival horror, not suicide horror. 

din x. — 9  . — f supply of ammunition and leads to difficult situations. If 


20 


Age: 23 
Height: Sft Hin 
Weight: LO&lbs 

Blood Type: B 


Jill is a member of S.T.A.R.S., a special task force in the Raccoon City 
Police Department, and is the star of Resident Evil 3. She is a specialist in 
disarming explosive traps. With her experience training in the U.S. Delta 
Force, she is one of the survivors of the original incident that occurred in the 
Arclay Mountains. Cheerful and independent, Jill has a strong sense of 
justice. Though she has a healthy emotional side, she is a talented woman 
with a strong will and excellent judgement. 

Jill feels embittered toward the Umbrella Corporation, and her hatred for 
the company only grows stronger as she watches her world crumble around 
her. Due to a horrifying experience in the woods outside Raccoon City, vill’s 
skill as a zombie killer has become exceptional. Although she didn't think her 
proficiency at slaying the undead would continue to be needed, she is now 
forced to dedicate herself to this task and escape Raccoon City. 


Age: gl 

Height: Sft "in 
Weight: l&dlbs 
Blood Type: 0 


Coming from some part of South America, Carlos’ exact nationality is 
unknown, but he possesses Native American blood. He is a U.B.C.S. soldier, 
in charge of heavy firearms, security, and mission back-up. He is also 
responsible for weapons maintenance. At first sight he may appear 
inexperienced and immature. He is actually warm-hearted, with a strong 
sense of right and wrong. 

Having garnered some of his skills while a mercenary for the C.I.A. in 
Panama, Carlos is still a novice when it comes to zombie assault. He asked 
few questions when he accepted this tour of duty in Raccoon City and soon 
realizes he may be in over his head. Still, Carlos is very loyal to his comrades 
and people in need. He is also rumored to be quite the ladies’ man. 


Age: 45 

Height: 5ft Bin 
Weight: 209lbs 
Blood Type: A 


Mikhail, a leader of a U.B.C.S. team, is from St. Petersburg, Russia. A 
soldier with extensive experience in armed conflict, he has been successful in 
numerous missions. Mikhail got his start in the Red Army and became an 
expert warrior in the Russian-Afghan war, where he once captured 36 Afghani 


rebels despite having two broken arms. This combatant is as tough as they 
come, although he does have a propensity for getting injured. 

His rectitude is only outmatched by his fantastic leadership skills, but his 
sentimentality could be considered a weakness by some. Nothing has 
prepared him for the horrors he may find in Raccoon City. 
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A mainstay in the Resident Evil arsenal, this dagger 
of truth is for the truest of zombie warriors. With a 
little skill it can take down a zombie in 20 or so 
whacks, but most should keep it where it belongs — 
the Item Box. 


It may not be on caliber with Dirty Harry's piece, but 
this firearm will make your day. Holding just six 
shots, it can put down nearly every foe with one pull 
of the trigger. Easily the most powerful handgun in 
the game. 


Ee 


Aut co ce 


You had better make sure that you have your target 
lined up with this baby. It carries only four rockets 
and no extra rounds can be found in the game. 
However, if you take the time to play the Mercenaries 
bonus game, you can acquire this weapon with 
infinite ammo. 


As the only weapon in Jill's arsenal at the beginning 
of the adventure (in Hard mode), you will use this 
sidearm immediately. It is also very trusty 


throughout the game since a large supply of ammo | 


is scattered everywhere throughout Raccoon City. 


As a compliment to the SIGPRO, this weapon is for 
specially trained members of the U.B.C.S., including 
Carlos. In Hard mode, Carlos is the only person 
you'll see with the M4A1. However, in Easy mode, 
Jill will start equipped with this weapon. It can be set 
to auto or manual fire and shoots 5.56mm 
NATO rounds. 


Jill will get plenty of use out of this slow-loading 
implement of war. It is capable of firing three 
different types of rounds — Fire, Acid, and Freeze. It 
comes in extremely handy when facing off against 
the Nemesis. 


i 
| 
i 


SIGPRO SP200049 
| This is the regulation pistol used by all members of 
-| the Umbrella Biohazard Countermeasure Service. It 

is made primarily of plastic and is extremely 
| lightweight and easy to handle. 


| e 
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Mine Thrower 
This is a unique firearm that is specially designed by 
the Umbrella Corporation. Holding six grenade-style 
rounds, each cartridge is set with a timer on a three- 
second delay. Shooting it at a close-range target is 
not advisable, as the concussion will also 
damage you. 
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Benelli M39 Shotgun 
By far, the Shotgun is the weapon of choice to take 
down a group of zombies. It is effective because it 
can hit multiple targets with one round. One round 
will also explode a zombie's skull. Gruesome! The 
ammunition is plentiful and can also be 

manufactured. 


Age: Unknown 
Height: Unknown 

@- Weight: Unknown 

g Blood Type: Unknown 


STI EACLE L.D 


A special handgun that you can only acquire by 
defeating the Nemesis twice. Each time, you will 
receive parts to make this powerful weapon. 
Equipped with a scope, its accuracy can sometimes 
put a zombie to the ground with one shot. It also 
shoots much quicker than the M92F and SIGPRO. 


t 


' L7. E Cr ^ ig 
Wester 
Modified Shotgun 


With a sawed-off barrel and shortened stock, the 
M37 has been further modified to fire shotgun 
shells. This is yet another weapon that is only found 


| in pieces and can only be acquired by defeating the 


Nemesis. You must take down the Nemesis a total of 
five times to get this modified rifle. 


“Gatling Gun 


Only available through the Mercenaries’ game, you 
can purchase this chain gun for a measly $3000. 
Just be careful, as there is a slight delay from the 
time you hit the trigger until it starts firing. There is 
little that is a match for this piece of hardware. 


n Custom M37 


PlayStation 


Cover Story 


p Nicholai Ginovaet 
w- Age: 35 
Height: bft 
Weight: gl?1bs 
Blood Type: A 


Cold and extremely secretive, Nicholai is the sergeant in Mikhail's 
platoon and comes from Moscow, Russia. He, like Mikhail, was a 
member of the Soviet Union's Red Army before the Union's collapse, 
and he has experience with numerous secret missions and projects. 
He is rumored to have vast knowledge of the human experiments 
involving biohazardous waste that have been hidden behind the 
nuclear disaster in Chernobyl. However, his past remains under a cloud 
of speculation. 


om Age: 7 Days 
Height: bft bin 


Worte 


£c Weight: 275lbs 
ey Blood Type: N/A 
rk » . 


The essence of evil, this biological weapon is a precursor to 
Umbrella's Tyrant-103. Still in the testing stages, this version is pre- 
programmed to destroy members of the S.T.A.R.S. team. Although this 
Nemesis is prone to unplanned mutations, its senses are highly 
enhanced. It can even arm itself with a missile launcher. It will not stop 
until it has completed its mission. 


S 


F ae d u 
«z^ Tyrell Sullivan 


LS 
‘ (Age: 37 
9" Height: bft lin 
Weight: e2L4lbs 
Blood Type: A 
A specialist in genetic engineering and high explosives, Tyrell has 
never trusted the Umbrella Corporation and has questioned every step 


of the mission. Little is known about his background, but some say he 
was deep into chemical warfare in Operation Desert Storm. 


Age: 35 
Height: Sft in 
Weight: L34lbs 

Blood Type: 0 


Known as the "Chickenheart" among the other members of the 


S.T.A.R.S. team, this helicopter pilot is quick to avoid conflict. After the 


surreal event he was exposed to in the forests of Raccoon City, Brad 
hoped to take an early retirement with his mother in Sun City, Arizona. If 
you have followed the Resident Evil story, you already know Brad's fate. 
However, in this adventure you actually see the actions that lead up to 
his dismal existence. 


A frantic and nervous man, this aspiring novelist lost his entire family to the 
zombie infiltration. Dario hopes that by barricading himself inside a warehouse 


all his problems will just go away. Sadly, he may be the only Raccoon City 
resident still alive — but for how long? 


Game Informer e December '99 21 


7 


AD LSU! A 


pida e 


- 


ARIE OTE Her 


RATING PENDING 
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wicked charactérs, innovative weapons Killer graphics, a »eltraising = ‘ 

soundtrack, car customization ae best'óf all, Sweet Tooth' S p 


evil henchmen. Man, as if ciowns weren't scary enougn. 


ith the approach of the new millennium, almost 

y everyone in the media is busy formulating a list of 

. history's most important innovations from the last 

hundred, or even thousand years. Convinced that the Apocalypse is 

imminent, we at Gl also wanted to get in one more list before mankind 
became the alien archaeology of the future. 

Unfortunately, video games haven't even been around for 30 years 

yet. We figured nobody would want to read a paragraph, no matter how 

well it was written, about the abacus in a thousand year video game 


| Genesis on the 

_ defined how the pigskin 
playing football. So much so 

- of Madden. EA often wasn't ti up was | | 
them. Only recently have titles like GameDay and NFL 2K stolen a litte thunder from Madden, but te. 
chubby one still reigns supreme as the innovator of the gridiron scene. | 


E Ago HP Liss On rive NO etg B ne ed Uv bau LAS ERN us 
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First released for arcades by Capcom 


classic arcade days of the 80s? Blame it all on Ken and Ryu. 
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history lesson. Nor would anyone want to hear yet again what 
landmarks Pong and Pac-Man were. We wanted to keep things 
somewhat current, while keeping an eye to the future just in case we are 
all still here come the year two triple zero. 

Presented in chronological order over the next few pages are 15 
games released in the last decade that set the industry on its ear. 
Whether through innovation, originality, or controversy, all these games 
changed the current pool of video games, and their ripples will still be 
seen in the games of the ten years yet to come. 


could literally pick up a new version five years down the road and now hoy 
| play it. This game was often the only game people would buy for their Gen 


helping Sega make a name for itself and pushing Electronic Arts’ sales. into the 
billions. NHL Hockey also woke up many to the fact that a well-balanced mulie f 


| game will draw a crowd, no matter the subject. 


Sucked away more money than the interest on the national. deficit Suddenly, fighting games. dominate 
the arcades; rendering most genres, save for racing and ces Gass PE ? you miss bos 


Game Informer 


Feature 


First released for r SNES bi Nintendo ` 


Not only was it a blast i play, "Super Mario. Kart was also quite 
unique as it brought the vehicular combat model to the home 

console. Always in split-screen, the game encouraged players to 

use more than a lead foot to win in the various tracks and battle 

arenas. It also showed that realism is not a necessary ingredient in 

the racing formula. The Twisted Metal series, Crash Team Racing, 

any car wars game with power-ups, and even a lot of four-player 

racing games pay homage to the Mario Kart series. 


ge: unforgeite id E eated the 


every first -person action or adventure game owes at mes some thanks to Dom But for all things good, | 
there must also be some bad. Let's not forget the amount of negative press Doom has brought upon the . 
world of video games. When it first released, social watchdogs were quick to attack its high gore level. 
When the game was ported to PlayStation and Saturn, the debates started up again. It was even blamed _ 
for a school massacre many years after its prime. What Doom illustrated to the world is that controversy - 
sells, as its 15 million copies sold worldwide attests. 


AMMO HEALTH 


AAE NE 


First released for Sega CD by Digital Pictures - 


Do not for a minute think that because this is on our hallo 

it absolutely sucks. Want proof? Dana Plato is the main cha V 

technology was first being introduced to consumers, developers were convinced that digital 
interactive movies were going to be the wave of the future. How wrong they were. Games like Night 
Trap proved once and for all that game players move the industry and not vice versa. Along with a eons 
Mortal Kombat, Night Trap also carries the distinction of being one of the games shown to Congress T a i UT 
as an example of why the Entertainment Software Rating Board was necessary. ^ | lodi 32 
Ceptored © 
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First released for PC by Westwood Studios 


Nene wei on Sega C as already six y it the shelves, an 
| Hee aV Westwood preempted th themsehes ah Dune Ik The Bulg oi of a ren 


took over the denda computer (re eal pecore synonymous. witf ix genre it 
represents. After many high-quality, and best-selling, sequels and ports for every gaming platform 
under the Tiberian Sun, C&C has become the most popular two-player war game since chess. 
Proving that real-time games are both possible and popular, Westwood has probably caused many a 
designer to rethink their game's modus operandi. Multiplayer has lately become the catchphrase of 
many recently announced console titles, and they all owe respect to Command & Conquer. 


& 
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Super Mario 64 HET 


First released for N64 by Nintendo 


Nintendo in the game. Heck, the Nintendo 64 was even e s 1996 Machine of L Year. - 


Resident Evil 


First released for PS-X by Capcom 


Tomb Raider 


First released for PS-X by Eidos Interactive 


More people recognize the name Lara Croft bas i hey do the series she represents, 
iconography and character development can be just as important to marketing as gameplay. . 


Final Fantasy VII 


First released for PS-X by Square Soft 


A pes interest in jd country 1o bring RPGs back to prominen quare also set a 
precedent by spending an ungodly amount of cash on its game, something that we id definitely. see 
more of as console systems continue to Parom more popular. 


First d for N64 by Rare 


mindless ues interactivity, h hit bcati. stealth Sine multiplayer modes, and the 

scope are just a few of the things that GoldenEye has permanently added to the lexicon of the broad v 
guy-with-a-gun category. Rare also showed that any game is worth doing 7 and that dei ae | 
great rewards to be reaped for doing so. 
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Gran Turismo 


First released for PS-X by SCEI 


Hopefully, many of you have perused our 
list and flat out disagreed with our choices. 
Our inter-office debate over which games 
went in and which got cut went long into the 


|| half, the only real compeliioni in sight seem to be its o | 
| Racing games are the perfect way for a new system to show of 
i) its high processing power, and all of these games to come will 


|| most certainly be looking to topple the towering standard Gran | 


Turismo has built. A driving game that could even come close to 


evening. Here are some of the games that 
didn't make it and why. 


doing this is nearly inconceivable. 


Pokémon 


First released for Game Boy by Nintendo 


: loads ofi in the coming milenniur 
Pokémon probably would have been passed on as an overly | 
simplistic RPG. Cleverly allowing you to see the gaps in your 
pocket monster set, the game soon becomes an obsession. The 
game's success is also a bit of a surprise considering it went in 
the exact opposite direction that video games were going. 
Instead of ultra-violent, it's ultra-cute. Pokémon has made comic 

_ books and baseball cards passé for a generation of kids, and 
that's a pretty powerful statement. 


Enemy BULBASAUR’s 
[DEFENSE fell* 


EverQuest - 


First released for PC by 989 Studios ^ ^". 


mlitisyer e experience. e. The $10 its pem collec | 
every month from each player (not to mention the | 
outrageous eBay deals going on) is causing the 
industry to drool all over itself. With all future console 
systems being Internet capable, expect EverQuest to 


Tetris - It's spawned every puzzle game in 
the 90s, but the fact is it was first released 
in ‘88, earning it an automatic 
disqualification. 


Zelda: Ocarina of Time - Great, great 
game, but it seems to represent the apex of 
the traditional action/adventure game, 
rather than a cornerstone of a new 
foundation. 


Crash Bandicoot - Like Zelda, it's one of 
the best of its kind, and did manage to take 
classic 2D platforming action into the third 
dimension. However, it just didn't add any 
revolutionary elements to the mix. 


Virtua Fighter - This game added a new 
dimension to fighters, but it didn't have near 
the impact of Street Fighter Il. 


PaRappa the Rapper - While it's definitely 
one of the most original titles of the 90s, and 
is a bonafide phenomenon in Japan, it's 
only achieved cult hit status in the States. 


NBA Jam - Just when sports games were 
getting too serious for their own good, along 
came Jam to lighten things up. It and NFL 
Blitz were cuts that just barely got excluded. 


Dreamcast Games - In the end, we 
decided it was too early for us to quantity 
the effect any current Dreamcast games 
would have the future. Check our next 
decadal list of influence. 


Anything from ArtDink - When it comes to 
originality, ArtDink is king. Unfortunately, its 
games are so whacked out it's like 
glimpsing into a future that people just 
arent prepared for. Just you wait, come 
2048, ArtDink will probably be recognized 
as the Salvador Dali of our industry. 


be the model for many games yet to come. 


Taba h pori e. 


The Next Decare — 


Imagine being immersed in a first-person, fully 3D gargantuan world with 
graphics of movie quality. So far you've only explored just a few blocks of the huge 
capital city your character lives in and had a few tussles in the sewers, but you hope 
| to travel to the wilderness, maybe go to another continent, just as soon as you find 
| or buy the engine upgrade and better exhaust system you so desperately need for 
your vehicle. Looking around, you notice that the sun is setting, and realize that 
| you're real-life persona is as tired as your character. You stop to see if a couple of 
your online friends are home, but they must be out on an adventure of some kind. 
| Deciding to call it a day, you walk your character back to the apartment that was 

, included with your registration fee. Once there, you check to see if any good web 


tgp 


shows are on, then get ready to log off. Making sure your door is locked, you - 
summon your favorite monster (the one you spent plenty of months breeding, and 
plenty of cash training and feeding), and instruct it to guard your character while 
you're away. After all, some ruthless player killer could sneak into your place while 
your character slept and the world moved on without you. 

Does it sound like a movie? Does it sound like a surreal place all its own? With 
the amazing advances games have made in the last ten years, does it really sound 


so far away? Only time will tell, but we're willing to bet that comparing the games of | 


2010 to the games of the 90s is going to be like putting a Dreamcast up against an 
original Pong upright. 
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“Sony VP Discusses PS.2> 
lip Production — 


In dustry journal Games Bustkess, Sony vice president Phil 
Harrison dispelled industry rumors that the company would not 
be able to meet its stated goal of shipping one million units in 
the first week of the PlayStation2 launch in Japan. The PS-2 will 
launch in fall of 2000 in the U.S. and Europe. 

"The $1.2 billion investment that we've committed in partner- 
ship with Toshiba and other Sony plants ensures that we will be 
able to meet the massive anticipated consumer demand for this 
product," Harrison said. "Pre-productions on the chip has already 
started, and mass production of the chip actually begins in 
October in advance of our March introduction in the Japanese 
market." 
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Fox Interactive is rolling with The 
Simpsons, straight to the bowling alley. Game 
Informer has learned that Fox is currently 
developing a bowling game featuring the cast from 
The Simpsons. 

Little is known about this 
PlayStation title, but any 
Simpsons fan can remember 
the classic episodes involv- 
ing the beloved sport of 
bowling. Do you recall what 
Homer had inscribed on 
Marge’s ball? 

Look for The Simpsons bowling 
game to hopefully hit the lanes (and 
PS-X) in March. 


* COMIC WATCH « TOP iE * NAME THAT GAME! « WHAT'S HOT + 


sticklers for aah he Unfortunately, this ve wil pur push Shenmue' E U. S. relea i e t 


2nd half of next year. 


Nintendo Spends Cash 
For New Hardware 


Reuters reported that Japan’s top of the line chip manufacturer, 
NEC Corp., received a 300 billion yen (approximately $2.86 billion) 
order to supply semiconductors to Nintendo for graphical use 
within its upcoming Dolphin console. 

Chip manufacturing operations are scheduled to start in 
August 2000, with a capacity of 10,000 eight- 
inch wafers per month. A summer 2000 Dolphin 
launch? Doubtful, but Japanese players may 

see Nintendo’s new 
system by the end of 
next year. 


Pokémon Declared 
Educational Nuisance 


Several schools in New Hampshire, New York, New Jersey, and 
Washington have banned Pokémon trading cards from public 
school grounds. School officials report that the mega-popular 
card game has been starting fights, breaking up friendships, and 

causing classroom disturbances. 
“A little boy was practically in tears because he had 
traded two of his cards for one card he thought 
was worth more than his two cards,” said 

Maureen Bass, principal of Center School in 
Windham, NH. “When he found out it wasn’t 
worth more, we wanted a ‘trade-back,’ but the 
other student wouldn’t give the card back.” 

She went on to say, “The cards are creating 
problems which we have to deal with. Kids have 
been taking the cards from 
the desks of other students.” 

Have you had problems 
at your school? Game 

Informer would like to 
hear about it. 


(Acclaim's ECW Game Confirmed Y 


Acclaim Entertainment has definitely acquired Extreme Championship 
Wrestling as a license. Apparently, at an Electronics Boutique managers 
convention in Atlanta, Florida, Acclaim spoke of its ECW games and expected the 
first title to be available by March 2000, with titles to follow on all major consoles 
throughout the year. The game, tentatively entitled ECW: Hardcore Revolution, 
will use the Attitude engine, but with such wrestling greats as Rob Van Dam, Sabu, 
Tommy Dreamer, Justin Credible, Lance Storm, and Jerry Lynn. 

Officially, Acclaim is tight lipped, but expect the company to trump up its 
?acquisition very shortly. 
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@ Toy Comm der - 


0 NASCAR 2000 - PS-X 


i. Star Wars Episode 1: The - 
Phantom Menace - PSX -° 
[3] Ready 2 Rumble Boxing - -DC 
Q9 Driver-PSX ——— 
@ SegaNFL2K-DC — 
(5) Pokémon Snap - N64 
o WCW Mayhem - PS-X 
e Madden NF 201 


e Dino ket So. 
© Final Fantasy VIII - PS-X 


@ No need to floss! 

R Bein undead qualifies them 

- „for handicapped parking permits 

© Flexible hours, great people, 
and excellent pay! 

@ Stench of rotting means it's easy 
to find an open seat on the bus 

© Can trade fashion tips with the 
Incredible Hulk | 

@ They still get fan mail from their 

seme in Michael Jackson's 


death-metal album covers 
o Doing the Monster Mash is a 
. good way pick up chicks at 
-dance clubs —— 
o Get to nibble on Jil valentine s 
neck 


-Game Informer is looking for your 
Top Ten favorite games. Please send 
your Top Tens to: 
Game Informer Magazine 
Attn: Top Ten 

10120 West 76th Street 

Eden Prairie, MN 55344. 
Everyone that enters every month will be 
entered in a drawing to win a GI Secret 
ess T-Shirt! So get writing! 
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THQ is developing a PlayStation and PC game based on the cult-classic 
horror film, Evil Dead. Not only that, but they have also acquired the help of 
Evil Dead creators, Sam Raimi, Robert Tapert, and the man who turned trash 
talkin' bravado into an art form, Bruce Campbell. The game's script was 
approved by both Raimi and Campbell, and Campbell will be doing extensive 
voice-over work for the game. 

For those of you who think you're unfamiliar with the gang, you're probably 
not. Raimi is responsible for Xena, Hercules, A Simple Plan, and For the 
Love of the Game. Campbell, the star of the Evil Dead series, has made 
an | frequent appearances on both Xena and Herc as that wacky thief guy, and had 

p^. a starring role in Briscoe County Jr. He also did the voice acting in Konami’s 
Broken Helix. 

The game will be called Ashes 2 Ashes 
and takes place eight years after Army of 
Darkness. For some loony reason, Ash 
returns to that cabin out in the woods where 
it all started and will once again take 
chainsaw and shotgun to a head to header 
with the deadites and that strange thing that 
goes "wrrrrr." 

Evil Dead: Ashes 2 Ashes is being 
developed by Heavy Iron Studios, who's 
members have worked on films and games 
including True Lies, Apollo 13, Titanic, and 
Parasite Eve. The game will not surface until 
the fall of 2000. 


: er -base 
MicroMachines, is planning a fu scale assault of PlayStation games for 
U.S. consumption. With distribution and sales help from Activision, 
Codemasters will release no less than four PS-X games in the coming 
months. Touring Car Challenge, Music 2000: MTV Music Generator, No 
Fear Downhill Racing, and Prince Naseem Bonini are the Codemasters 
games in the pipeline. 

| _ Look for more on these promising games in the coming months. 


Music 2000: MTV No Fear Downhill Racing 
Music Generator 


y The lineup for Capcom (from the Street Fighter series, arent Ware o HU) is as follows, from 
SNK Vs. Capcom is the left to right: Ryu, Chun-Li, Zangrief, Ken, Dan, Sakura, Morrigan (Dark Stalkers), Felicia (Dark 


showdown that fighting fans Stalkers), and Guile. 
have been anticipating for a 
long time. SNK revealed to us 
the characters that will star in 
this awaited Neo Geo Pocket 
Color title. 


The SNK (from King of Fighters, BXCÓDT y Where noted] cem Pe as Tellows, from left to ae 
Kyo, Terry, Ryo, Mai, Leona, Athena, lori, Haohmaru (Samurai Showdown), and Nakoruru 
(Samurai Showdown) 


| 
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SIS ma 


New Dreamcast 
Controllers On The Way 


Following the trend that was initiated with 
Nintendo 64, and later followed up on the 
PlayStation, Sega will introduce new 
Dreamcast controllers in a wide spectrum of 
colors. 

Identical to the standard DC controller, 
these vibrant joypads will retail for the same 
price — $29.99. 


Final Fantasy Artist Featured In 
New Graphic Novel 


Yoshitaka Amano, the concept/character design artist for 
most of the Final Fantasy series, has teamed up with Neil 
Gaiman and Vertigo/DC Comics to launch a new graphic novel 
Sandman: The Dream Hunters. 

To kick off the book, an exhibition of Mr. Amano's work was 
held in New York this past October. The exhibition included 
Amano's work in Final Fantasy Anthology and in Sandman. 
The Event also featured a panel discussion on video games fea- 
turing special guest Hironobu Sakaguchi, the executive pro- 
ducer of Final Fantasy. 

For more information on the work of Yoshitaka Amano take a 
look at www.amanosworld.com. 


THAT GAME! * 
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Midway & Kalisto Bring 
Dreamcast Some Thunder 


Midway announced that it will publish Kalisto's 
Offroad Thunder íor the Dreamcast. Offroad 
Thunder, previously known as Xleration, is a racing 
game featuring arcade stylings and big, bad monster 
trucks, as well as other offroad vehicles. Kalisto is 
also planning to include some type of Internet capa- 
bilities in Offroad Thunder, but details have not been 
announced. Midway is planning to release the game 
in March of next year. 


Game Informer's 


Site O' The Month 


== 


dic Sener 


The All- New Game Informer Website 
www.gameinformer.com 


An this great big crazy world of ours, all things must pass 
away. This month marks the death of Old Yellow, known 
to many of you as www.gawelnformereom. Dont — 
despair, for like a phoenix from the ashes rises the new, 
improved Game Informer website. Manned by a bright- 
eyed and bushy-talled new staff of hardeore gamers, 
this new site will deliver more updates, more previews, 
wore sereenshots, all with the 61 attitude you've come 1 
expect. While many of us have shed a tear in remem: 
hrot 0f 194 oht po ar sth puppy, we can't stand 


3 neye made James Bond a video game icon. 
What was the name of the first Bond game, and for 
what system was it released? 


@ Who is the only S.T.A.R.S. member to appear 
in all three PS-X Resident Evil games? 


(3) This month marks the third time the Resident 
Evil series has made the cover of Game Informer, 
making it only the fourth game series to have 
three GI cover stories. What are the other three 
series? 


4) Rob Zombie seems to pop up on the soundtrack of 
about every other game released these days. What 
was the first game to feature the music of Mr. 
Zombie (or, in this case, his old band White 
Zombie)? 


(5) In R.A. Salvadore’s new Star Wars novel, Vector 
Prime, what long-running and beloved Star Wars 
character dies? 


[Answers on the bottom of pi 


Based on the 1992 Ralph Bakshi film of the same name, 
this game took the premise of Who Framed Roger Rabbit? 
(someone being transported into a world populated by 
living cartoons) and translated it into a remarkably 
un-entertaining game. Released on both the Genesis and — 
SNES, this game notably features the handsome mug of 
then-unknown actor Brad Pitt, who starred in the box 
offiee stinkeroo that it was based on. 
[Answer on the bottom of page 33] 
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Home ac non 
"put the finishing touches on 
the Nintendo 64 version of 
Gauntlet Legends. At the same 
~ time, Midway is piecing together a 
Dreamcast version that is sched- 
-uled to appear next summer. 


» Speaking of Gauntlet, Midway is 
working on a coin-op sequel that 
should go on test in- arcades soon. 


Dark Legacy. Sounds spooky! 
» Sega has signed a two year 


Disney World. The 2900 square 
foot exhibit will feature 34 interac- 
tive stations including playable 
games and a presentation of 
Shenmue, Sega’s upcoming graph- 
ical masterpiece. 


» Fox Interactive will step up to 
the PlayStation plate with its first 
baseball game. The game is tenta- 
tively titled Fox Sports Major 
League Baseball. 


» Konami is developing a 
PlayStation RPG called Elder 
Gate. From what we've seen of the 
game it looks pretty and appears 
to allow your main character to 
choose a fighter or mage aspect. 
The overland map looks similar to 
the FF series on the PlayStation. 


» Midway has signed L.A. Laker 
and rapper wannabe, Shaquille 
O'Neal, as their spokesperson and 
posterboy for NBA Showtime. 


» Capcom announced that it is 
spending $20 million on a market- 
ing campaign for Dino Crisis and 
Resident Evil 3 on PlayStation, 
and Resident Evil 2 for Nintendo 
64. The money will be spent on 
television advertising, print ads, 
extensive pre-sell programs, and 
consumer promotions. Capcom 
expects to sell 1.5 million copies 
of RE3 and 500,000 units of RE2 
for N64. 


» The European launch of the 
Sega Dreamcast on October 14 
has been deemed a smashing 
success. Reports from across 
the pond have estimated the 
first weekend sales at over 
150,000 units. 
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Innoventions at Epcot Center in 
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* COMIC WATCH * 


TOP TEN * TRIVIA * 


We are sad to report that LucasArts has ad the 
P version of Indiana Jones and the Infernal Machine. 


Piston pi n | 
the company is refocusing its | 
resources in anticipation of 
new titles, both for current and 
next generation platforms," a 
LucasArts spokesperson said. 


UA AE Tun 
Enix, publishers and creators of such games as Star Ocean: The Second Story, Illusion of Gaia, and 
Dragon Warrior, has reestablished a subsidiary in the U.S. 
Before the advent of the 32-bit video game console, in the salad days of the cartridge-based systems, 
the company maintained a U.S. publishing division in Seattle, WA. The company will again set up shop in 
Seattle and gear up for the release of Dragon Quest VII for the PlayStation next spring. 


| ping 

game based on the  ultra-brutal Ultimate 

Championships. 

We do know that the game is being dojeiont in-house in 

Crave for both the Dreamcast and PlayStation, but there 
are currently no details regarding the game at this time. 


by Andrew Reiner 


Last December, | presented a fool-proof plan on how to get what you want for Christmas 

right here in these hallowed GI News pages. Imagine my surprise as the letters rolled in from 
kids who used my strategy to make their holidays as joyful as could be. If you'd like to learn 
hose 2 technlates. then grab an envelope, and send us a check for last December's back issue. Or you can 
wait for my book, “Reiner Says, Get What Ya Want And That Ain’t No Dope!”. 

Being the thoughtful man | am, you won't be leaving these pages completely empty handed. I’ve 
perfected a few new techniques, and | believe you can use them to sucker...er...convince your elders and 
loved ones to give you plenty o' booty. 

Lesson One: Lend a Hand. I'm not telling you to get a job, just help your parents (or whoever will be 
buying the desired inanimate object) out for a week (i.e. folding clothes, washing dishes, etc.). Then, at your 
next meal, hit them up with the object you crave. Lesson Two: Memories. With the seed planted, it's time to 
add some water. A day after the meal, recall some of the fondest memories with you and the targeted loved 
one. Basically, take a trip down memory lane and you'll not only strengthen your relationship, but you'll also 
raise the odds of you receiving the object you crave by 8596. No lie. Try it and see, but remember - you must 
| be on your best behavior until you know for certain the gift has been secured. Then, transform back into your 
good ‘ol self. That's it! 
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Release Title Publisher/ System Release Title Publisher/ System 
Date Distributor Date Distributor 


NOVEMBER 11/23/99 South Park: Rally Racing Acclaim N64 
11/15/99 Bubble Bobble Classic Metro 3D GBC 11/23/99  Supercross 2000 Electronic Arts N64 
11/15/99 Catz Mindscape GBC 11/23/99 Top Gear Hyperbike Vatical N64 


11/15/99 Dogz Mindscape GBC 11/23/99  Turok: Rage Wars Acclaim N64 
11/15/99 Evil Knievel Take 2 GBC 11/23/99 NCAA Final Four 2000 989 Studios PS-X 


11/15/99 FIFA 2000 THQ GBC 11/23/99 South Park: Chef's Luv Shack Acclaim PS-X 


11/15/99 NHL 2000 THQ GBC 11/23/99 South Park: Rally Racing Acclaim PS-X 
11/15/99  Roadsters Trophy Titus GBC 11/23/99 Vandal Hearts 2 Konami PS-X 
11/15/99 Thrasher: Skate & Destroy Take 2 GBC 11/23/99 Vigilante 8: 2nd Offense Activision PS-X 
11/15/99 Big Mountain South Peak N64 11/24/99 Tiger Woods PGA Tour THQ GBC 
11/15/99  Roadsters Trophy Titus N64 11/25/99 Brunswick Bowling THQ N64 
11/15/99 Rocket Ubi Soft N64 11/27/99  Asteroids Hyper 64 Crave N64 
11/15/99 Xena: Warrior Princess Titus N64 11/28/08 Carmageddon Titus GBC 
11/15/99 40 Winks GT Interactive — PS-X 11/28/09 _ Carmageddon Titus N64 
11/15/99 Dukes of Hazzard South Peak PS-X 11/28/99 _ Carmageddon Interplay PS-X 
11/15/99 Elmo in Grouchland Mindscape PS-X 11/28/99  Armorines Project Swarm Acclaim GBC 
11/15/99 Thrasher: Skate and Destroy Take 2 PS-X 

11/16/99 Caesar's Palace 2000 Interplay DC 

11/16/99 NBA Showtime Midway DC 


11/16/99 Street Fighter Alpha 3 Capcom DC 11/30/99 Micro Machines 1&2 THQ 
11/16/99 Babe Crave GBC 11/30/99 Puzzle Master Metro 3D 


11/16/99 Cat Woman Vatical GBC 
11/16/99 Godzilla Crave 
11/16/99 Grand Theft Auto Take 2 


1 


12/1/99 Armada: Secret Weapon Metro 3D 
12/1/99 Yoda Stories THQ 


11/16/99 WWF Wrestlemania 2000 THQ 
11/16/99 NBA Showtime Midwa N64 12/1/99 TNN Motorsports Hardcore TR ASC - 


11/16/99 Rainbow 6 South Peak N64 12/6/59 ^ Game & Watch 3 Nintendo 


11/4898 Space Invaders ^n^ n?3 ^ 5^ à^ Activision —— N64 53 Jace Invaders —— Activision N64 12/6/99 NBA 3,0n 3 w/Kobe Bryant Nintendo 


12/6/99 Star Wars Episode 1: Racer Nintendo 
12/7/99 Carrier Jaleco 


11/16/99 WWEF Wrestlemania 2000 á THQ 
11/16/99 Big OF Bass Konami PS-X 12/7/99 — Worms Armageddon Hasbro 


12/7/99 Army Men 3DO 
12/7/99 Croc ; Fox 


11/16/99 Hot Wheels 3D StuntTrack Mattel 12/7/09 — International Track & Field Konami 


7 = - 12/7/99 Vegas Games 3DO 
11/16/99 Konami Arcade Classics Konami - * 
1116/99 Missile Command Hasbro 12/7/09 — WCW Mayhem Electronic Arts GBC 


11/16/99 __ Mission: Impossible Infogrames PS-X 12/7/99 


11/16/99 MTV Jams Activision PS-X - 
ee 12/7/99 International Track & Field 2000 Konami 
11/16/99 NBA Live 2000 Electronic Arts PS-X 12/8/99 Black Matrix ar 


11/16/99 NBA Showtime Midway PS-X - TET 

11/16/99 Rainbow 6 South Poak PS-X 12/8/99 X Atari 2600 Classic Hits Tommo 
11/16/99 Renegade Racers Interplay PS-X 

11/16/99 Toy Story 2 Activision PS-X 


11/16/99  Warpath: Jurrasic Park Dreamworks PS-X 
11/17/99 Dune 2000 Electronic Arts  PS-X 


11/7/99 Tomb Raider: Last Revelation Eidos PS-X 
11/22/99 Azure Dreams Tommo GBC 


11/22/99  Mickey's Racing Adventure Nintendo GBC 12/8/99 NBA In the Zone 2000 Konami 


11/22/99 Bassmasters 2000 THQ N64 A E ESE T F N S N a e a y 
11/22/99 Donkey Kona 64 Nintendo N64 12/8/99 Jerem McGrath Supercross Acclaim _ 
pee corey Songet EO 12/8/99 CyberTiger Electronic Art 
11/22/99 Monopoly Hasbro : 

12/14/99 Jeremy McGrath Supercross Acclaim 
11/22/99 Glover Hasbro er TAT 
SIRI ORI Á 12/14/99 _ Vigilante 8: 2nd Offense Activision 
11/23/99 NFL QBC 2000 Acclaim - - : 
eo 12/14/99  Armorines Project Swarm Acclaim PS-X 
11/2399. Shadow Man eee eo o | 3209 " Jersey MeGiath Supercross Acclaim 
11/23/99 South Park: Chef's Luv Shack Acclaim CALI CAE ULLUS Lei -ACCAM MU 
Anen manaa a e 7 9v crm REINES 797 E 12/14/99 March Madness 2000 Electronic Art PS-X 


12/14/99. Official F-1 Racing 99 Eidos PS-X 
12/14/99 Urban Chaos Eidos 


Gran Turismo 2 Son 


11/23/99 _ AMF Bowling Vatical 
11/23/99 Harvest Moon Natsume 


12/15/99 _ NBA Live 2000 
12/15/99 Uno 


11/23/99 Harvest Moon Crave 
11/23/99 Museum 64 Namco 
11/23/99 Namco Museum 64 Namco 
11/23/99 NBA Jam 2000 Acclaim 
11/23/99 Nuclear Strike THQ 
11/23/99 South Park: Chef's Luv Shack Acclaim 


12/30/99 Hercules 
12/30/99 Xena 


meer nA GAZING 


ATTN: SUBSCRIPTION DEPT. 


10120 W. 76th Street 
Eden Prairie, MN 55344 
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ATTN: SUBSCRIPTION DEPT. 


10120 W. 76th Street 
Eden Prairie, MN 55344 
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BACK ISSUE ORDER FORM 


Sometimes you lose them — and other times people take them from you 
- but whatever you do, don't go through life without a complete collection. | 


the Game Informer issues listed on the back of this form. The prices - 

shown include the cost of shipping and handling. Enclose card along with * 

your payment and mail to this address: i 
Game Informer Magazine 
Attn: Back Issues 
10120 West 76th Street 
Eden Prairie, MN 55344 


Name 
Address 
City =  — D 


Phone ( ) 


C Check or money order enclosed. (ALL INTERNATIONAL & CANADIAN ORDERS MUST BE 
PRE-PAID, IN U.S. FUNDS.) 

C Payment Method: C Visa MasterCard Discover Card 

Gad Dal 

Cardholder Signature 

Please allow 8 - 10 weeks for delivery 


TITLE L DAT TITLE 

Jet Moto 3 
PLAYS TATION | dudge bred 
3Xtreme 5.75 Jun-99 Juggernaut 
A Bug's Life 7.5 Jan-99  K-1 Revenge 
Activision Classics 5 Oct-98 Kagero: Deception II 


~ Gex 


Deep Cover Gecko 8  May-99 
Gran Turismo 9.5 Jun-98 
Grand Theft Auto 7.75 Sep-98 
Grand Theft Auto: London 1969 7  Ju-99 
Grandia 7.25 Nov-99 
Granstream Saga 6.5 Jul-98 
Guardian's Crusade 8  Apr-99 
Guilty Gear 8.25 Dec-98 
Hardball 99 2  Jan-99 
Hello Kitty: Cube Frenzy “Jue 39 
High Heat Baseball 2000 3. 5 Jun-99 
Hot Shots Golf 9  Apr-98 
Hot Wheels Turbo Racing 6.25 Nov-99 
International Superstar Soccer '98 8.5 Aug-98 
Interplay Sports Baseball 2000 5  Jun-99 
Invasion From Beyond 6.75 Apr-99 
Jade Cocoon 8  Aug-99 
Jeopardy 8  Jan-99 

„Jersey Devil — |. 8.. .JuE98 


Adidas Power Soccer '98 2  Sep-98  Kartia: The World of Fate 
Akuji the Heartless 6.75 Mar-99 Kensei: Sacred Fist 
Alexi Lalas Int'l Soccer 2.25 Jun-99 Klonoa 
Alundra 8.5 Jan-98 ^ Knockout Kings 
Ape Escape 8.75 Ju-99 X Konami Arcade Classics 
Apocalypse 75 Jan-99 Kula World 
.... Armored Core: Project Phanta: Sou oul Reaver — — 
“Assaut 
Assault Rigs 8 Feb-99 Lemmings & Oh ‘Nol 
Asteroids 7 Jan-99 Life 
Atari Collection Vol. 2 7.5 Jun-98 Lunar: The Silver Star Story Complete 
Auto Destruct 7 Feb-98 Madden NFL 99 
Azure Dreams 8  Ju-98 Madden NFL 2000 
BackStreet Billards 7.5 Dec-98 March Maddness 98 
Bass Landing 7 Oct-99 Marvel Super Heroes vs. X-Men 
Bass Rise 4 Noy 99 Masters of Monsters 
Big Air 4 "at 99 Mega Man Legends. 
Bio FREAKS 3.55 Jul-98 Metal Gear Solid 
Blast Radius 7 Mar-99 Metal Gear Solid: VR Missions 
Blasto 8.25 May-98 Micro Machines 
Bloody Roar 85 Apr-98 MLB '99 
Bloody Roar II 7 May-99 MLB 2000 
Bomberman Fantasy Race 7.25 Mar-99 Monaco Gran Prix 2 
Bomberman World 6.5 Oct-98 Monkey Hero 
Bottom of the 9th 99 8  Aug-98 Monkey Magic 
„Brave Fencer Mushashi — 779. „Monster Rancher — .—— |. 
Breath of Fire Ill 8 " May- -98 Monster Rancher 2 - 
Brigandine 7  Dec98 Monster Seed 
Broken Sword 7.25 Feb-98 ^ Mortal Kombat 4 
Brunswick Circuit 7.25 Nov-98 Moto Racer 2 
Bugs Bunny Lost In Time 5.25 Aug-99  MotorHead 
Bushido Blade 2 7.5 Nov-98 N20: Nitrous Oxide 
Bust A Groove 6.5 Jan-99 Nagano Winter Olyp. 
Bust-A-Move '99 8  Apr99 Namco Museum Vol. 5 
Bust-A-Move 4 9 Dec-98 NASCAR 99 
„C: The Contra Adventure — — 6 Sep98  NASCAR200 — — — 
"Cardinal Syn ^7 Jun-98 NBA FastBreak 98 
Castrol Honda Superbike Racing 6.25 Jun-99 NBA ln The Zone 98 
Centipede 7  Ju-99 . NBA In the Zone ‘99 
Championship Motocross 6.75 Oct-99 NBA Live 99 
Chocobo Racing 6.25 Aug-99 NBA ShootOut 98 
Civilization II 7.75 Mar-99 NCAA Final Four ‘99 
Clock Tower 2 6 Feb-99 NCAA Football 
Colony Wars: Vengeance 8.5 Nov-98 NCAA Football 2000 
Contender 6.75 Feb-99 | NCAA Gamebreaker 98 
„GOOI Boarders 3 7.75 Nov98 NCAA GameBreaker 99 
Crash Bandicoot: Warped 835 Dec-98 NCAA Gamebreaker 2000 
Crash Team Racing 9  Nov-99 NCAA March Madness 99 
Crime Killers 7.75 Sep-98 Need For Speed Ill 
Croc 2 7.5  Jul-99 Need For Speed: High Stakes 
Darkstalkers III 7 Jan-99  Newman/Hass Racing 
Dead in the Water 7.25 Feb-99 Next Tetris, The 
Dead or Alive 7.75 May-98 — NFL Blitz 
Deathtrap Dungeon 6.5 Jun-98 NFL Blitz 2000 
Destrega 8.25 Mar-99 NFL GameDay ‘99 
„Devil Dioe 8:25. Sep98 NEL Game Day 2000 — — — 
Diablo 8.25 Apr-98 NFL XTreme 
Dino Crisis 9 Sep-99 NFL Xtreme 2 
Dragonseeds 5.25 Dec-98 NHL 99 
Driver 8.25 Sep-99 NHL 2000 
Duke Nukem: Time To Kill 8.5 Nov-98 NHL FaceOff 99 
Duke Nukem: Total Meltdown 75 Jan-98 NHL Face Off 2000 
Dune 2000 7.75 Nov-99 Ninja 
Echo Night 6.75 Aug-99 No One Can Stop Mr. Domino 
Eggs of Steel 2.5 Jan-99 Oddworld: Abe's Exoddus 
.EIinhander — comin d.May-98 ODT s 
“Elemental Gearbolt 8.25 Aug-98 Omega Boost 
Ehrgeiz 6.75 Jun-99 One 
Evil Zone 5 Oct-99 Pac-Man World 
FIFA 99 7 Jan-99 Parasite Eve 
FIFA: World Cup 98 8.75 Feb-98 Pitfall 3D: Bynd. Jngl. 
Fifth Element 7 Dec-98 Pocket Fighter 
Fighter Maker 8 Jun-99 Point Blank 
Final Fantasy Tactics 8.75 Feb-98 Point Blank 2 
Final Fantasy VIII 9.5 Sep-99 Pool Hustler 
„Final Fantasy Anthology 8.75 Oct-99 Populous: The Beginning |. 
Fisherman's Bait 6 May-99 Pro 18 World Golf 
Forsaken 8 Aug-98  Psybadek 
Fox Sports Golf '99 45 Aug-98 Punky Skunk 
Fox Sports Soccer ‘99 7.25 Aug-98 Rally Cross 
Freestyle Boardin' ‘99 6 Mar-99 Rally Cross 2 
Future Cop LAPD 8.5 Nov-98 X Rampage 2: Universal Tour 
G Darius 8.25 Sep-98 Rascal 
G Police: Weapons of Justice 4.75 Oct-99 X Rat Attack 
Gallop Racer 6 Nov-99 Ray Tracers 
G er the Gecko 5 C 


RE: Director's Cut - Dual Shock 
ReBoot 

Reel Fishing 

Resident Evil 2 

Re-Volt 

Ridge Racer Type 4 

Rising Zan Sep-99 

Risk 


“Riven 

Road Rash 3D 
Rogue Trip 
Rollcage 

Rosco McQueen 
R-Type Delta 
Rugrats 
Running Wild 
Rushdown 


BL DATE 


7  Oct99 
8.25 May-98 
6.5 Nov-99 
6.5 Apr-99 
7  Nov-98 
8.5 Aug-98 
5.25 Jun-99 
8 Apr-98 
6  Jan-99 
6.75 Aug-99 
75 Sep-98 


.25 Apr-99 
7  Oct98 
5  Jan-99 
7.75 Jul-99 
9.25 Oct-98 
8.75 Oct-99 
7.75 Apr-98 
8  Jan-99 
35 Sep-98 


9.75 Nov.98 


85 Sep-98 
9.25 Nov-98 
3.75 Nov-99 
8  Feb-98 
8.75 May-98 
8.5 May-99 
5  Jun-99 
5.5 Feb-99 
5.25 Nov-99 
98. 


6  May-99 
7.75 Aug-98 
6.75 Nov-98 
6.25 Nov-98 
8.25 Jul-98 
5  Feb-98 
7.25 Jan-98 
8.25 Nov-98 


8  Jan-98 
8  Feb-98 
6  May-99 
7.75 Jan-99 
8.75 Apr-98 
5.55 Mar-99 
7.75 Sep-98 
8 Oct-99 
9  Jan-98 
8. Jan-99 


^75 Oct-99 


5.75 Mar-99 
7.75 May-98 
8.75 May-99 
7.75 Apr-98 
6  Ju-99 
8 Oct-98 
6.5 Sep-99 
7  Oct-98 


8.25 Oct99 


6.5 Aug-98 
8.25 Sept-99 
9  Nov-98 
8.5 Nov-99 
7.75 Nov-98 
7.25 Nov-99 
2.5 Oct-98 
7.75 Jan-99 
9.25 Dec-98 


7.75 Oct-99 
8.5 Jan-98 
8  Oct-99 
7.75 Sep-98 
8 May-98 
7.75 Sep-98 
8.5 Feb-98 
8  Apr-99 
7.25 Dec-98 


1 Feb-99 
3.75 Feb-99 
7  Jun-98 
9 Apr-97 
8.25 Jan-99 
5.5 Jun-99 
6 May-98 
6.75 Nov-99 
75 Feb-98 


Oct-98 
Apr-98 
Apr-98 
9.5 Jan-98 
3.25 Nov-99 
8.25 May-99 
8 Sep-99 
7  Jun-98 
7.75. Nov-98 


7.75 Aug-98 
9 Oct-98 
7 Apr-99 
3 Sep-98 
7.25 Aug-99 
7 Jan-99 
6 Nov-98 
5 Apr-99 


725 May98 —. 


Sep-99 


^85 Oct-99 


es NOVO 


.1..Jun99 | 


Feb-98 


TITLE BL DATE 
San Fran Rush:X Racing 6.75 Jun-98 
SCARS 8  Nov-98 
Shadow Madness 6  Apr-99 
Shadow Man 6.75 Nov-99 
Shadow Master 7 Apr-98 
Shadow Tower 7.5 Nov-99 
Shipwreckers 6.5 Feb-98 
Silent Hill 7.25 Apr-99 
SkullMonkeys 8.75 Mar-98 
Sled Storm 8.75 Sep-99 
Small Soldiers 7.25 Dec-98 
__Soul of the Samurai 4.25 Aug-99 
- Spawn: The Eternal 4.75 Jan-98 
Speed Racer 6.75 Jun-98 
Spice World 3 Oct-98 
Sports Car GT 6  Jun-99 
Spyro the Dragon 9.5 Sep-98 
Star Ocean 75 Jun-99 
Star Wars: Masters of Teras Kasi 6.75 Jan-98 
Star Wars: The Phantom Menace 7.25 Oct-99 
Streak 8.25 Dec-98 
„Street Fighter Alpha 3 eee 8... Jun-99 
"Street Fighter Col. 8  Oct-98 
Street Ftr. 2 Collection 7  Feb-99 
Street Sk8er 45 Apr-99 
Suikoden II 9 Oct-99 
Syphon Filter 9  Mar-99 
Tai Fu 6.5 Apr-99 
TR.A.G. 7.5 May-99 
Tactics Ogre 8  Apr-98 
Tail Concerto 7.75 Nov-99 
„Tales of Destiny „675 Oct-98 | 
Tarzan 7.75 Sep-99 
Team Losi RC Racer 7  Oct98 
Tekken 3 9.5 May-98 
Ten Pin Alley 8.5 Jan-99 
Tenchu 9 Nov-98 
Tennis Arena 7.5 Feb-98 
Test Drive 5 8.25 Jan-99 
Test Drive Off Road 2 6.5 Jan-99 
Test Drive Off-Road 3 8  Nov-99 
Theme Hospital — — —  ,....8.. UN: 
Thousand Arms 738 Nov-99 
Thunder Force V 6.5 Sep-98 
Tiger Woods 99 2  Jan-99 
Timeshock! Pinball 7.25 Nov-98 
Tiny Tank: Up Your Arsenal 5.5 Jan-99 
Tiny Tank (Revised) 5.5. Nov-99 
Tiny Toon Adventures 6.75 Mar-99 
Tomb Raider III 9  Jan-99 
Tomba! 8.25 Jul-98 
„Tony Hawk's Pro Skater —  — 95 Nov99 — 
Trick'N Snowboarders 4.25 Oct-99 
Triple Play 99 8.55 Apr-98 
Triple Play 2000 6.5 May-99 
Turbo Prop Racing 8.5 Aug-98 
Twisted Metal III 8.25 Jan-99 
Ultimate 8 Ball 65 Ju-99 
UmJammer Lammy 8.25 Sep-99 
Unholy War, The 7.25 Nov-98 
Uprising X 4.75 Feb-99 
Vigilante 8 15. Juk98 
VR Baseball ‘99 7 Jul-98 
VR Powerboat Racing 6  Apr-98 
Wargames Defcon 1 7.25 Sep-98 
Warhammer Il: Dark Omen 7.75 Jun-98 
Warzone 2100 7.75 Jul-99 
WCW Nitro 6.75 Feb-98 
WCW/NWO Thunder 4.75 Feb-99 
Wheel of Fortune 7  Jan-99 
Wild 9 6.25 Dec-98 
_Wipeout 3 wv 175, Nov-99 
WWF Attitude 9 7 Àug- -99 
WWF War Zone 8.5 Oct-98 
X-Games: Pro Boarder 6.5 Dec-98 
X-Men Vs. Street Fighter 75 Jul-98 
X-Men: Children of the Atom 45 Mar-98 
Xena: Warrior Princess 7.75 Nov-99 
Xenogears 9 Nov-98 
NINTENDO 64 
„1080 Snowboarding 9.25 Apr98 
Aerofighters Assault 6 Mar-98 
AeroGauge 5  Feb-98 
Airboardin’ USA 55 Oct-99 
All-Star Baseball 99 85  Jul-98 
All-Star Baseball 2000 8 May-99 
All Star Tennis ‘99 5.5 Aug-99 
Automobili Lamborghini 5.75 Jan-98 
Banjo Kazooie 9.25 Jun-98 
BattleTanx 6.75 Feb-99 


Bio FREAKS 
Body Harvest 
Buck Bumble 
Bug's Life, A 
Bust A Move 2 
Bust-A-Move '99 
California Speed 
Castlevania 64 

. Chameleon Twist. 


Chameleon Twist 2 
Charlie Blast's Territory 
Chopper Attack 

College Hoops 99 
Command & Conquer 
Cruis'n the World 
Deadly Arts 

Duke Nukem 64 

Duke Nukem: Zero Hour 
ExrmeG2 — 


H9 Dec98 


45 Jul-98 
7.75 Nov-98 
8 Oct-98 
5.25 Jul-99 
8 Aug-98 
9  Apr-99 
2.25 Apr-99 
ny Mar-99 


.Apr98 — 


E: May-99 
3 May-99 
5.25 Jun-98 
5 Feb-99 
8 Sep-99 
6.5 Nov-98 
3 Sep-98 
7.75 Jan-98 
8.75 Sep-99 


Wheel Of Fortune 
WipeOut 64 
Winback 

World Cup 98 
World Driver Championship 
WCW Nitro 
WWF Attitude 
WCW Mayhem 
WWF War Zone 


Yoshi's Story 
Zelda: Ocarina Of Time 


DREAMCAST 


AeroWings Oct-99 
Airforce Delta zs Oct-99 
Blue Stinger 5.25 Oct-99 
Dynamite Cop 7 Nov-99 
Expendable: Millennium 4  Oct99 
Hag lo lag... ences OCOD. 


TITLE DATE — TITLE BL DAT 
F-Zero X 8 Sep-98 House of the Dead 2 8 Oct-99 
F1 World Gran Prix 7.5 Sep-98 Hydro Thunder 8 Oct-99 
FIFA 98 8 Feb-98 King of Fighters Dream Match 1999 8 Oct-99 
FIFA 99 8.25 Jan-99 Marvel Vs. Capcom 7.5 Oct-99 
Fighter's Destiny 8 Feb-98 Monaco Grand Prix 7 Oct-99 
Fighting Force 64 6.75 May-99 Mortal Kombat Gold 7.25 Oct-99 
Forsaken 64 8 Aug-98 NFL Blitz 2000 9 Oct-99 
Gex 64 7.75 Nov-98 Pen Pen Trilcelon 4 Oct-99 
Gex 3: Deep Cover Gecko 7.75 Sep-99 Power Stone 8 Oct-99 
Goeman's Great Adventure 7.25 Sep-99 Ready 2 Rumble Boxing 7.25 Oct-99 
Gretzky 3D Hockey 98 7.75 Jan-98 Sega Bass Fishing 8 Sep-99 
„Hot Wheels Turbo Racing nr aon O99. Sega Sports NFL2K | 9.25 Oct-99 

Hybrid Heaven 7 Jun-99 — Sonic Adventure 7.75 Sep-99 
Iggy's Reckin' Balls 8.75 Sep-98 Soul Calibur 9.25 Oct-99 
In-Fisherman's Bass Hunter 64 7.75 Sep-99 Speed Devils 7.25 Oct-99 
International Superstar Soccer ‘98 9  Aug-98 TNN Hardcore Heat 5.75 Oct-99 
International Superstar Soccer 64 9 Jul-97 Tokyo Xtreme Racer 5.75 Oct-99 
Jeopardy! 6 May-98  TrickStyle 7.75 Oct-99 
Jet Force Gemini 7.75 Oct-99 Toy Commander 8.75 Nov-99 
Ken Griffey Jr.'s Slugfest 85 Jul-99 Virtua Fighter 3tb 7.75 Nov-99 
Knife Edge 3  Nov-98 

„Kobe Bryant's NBA Courtside — 9 Mays GAME BOY 3— d. 
Lode Runner 3-D- 6.5 May-99 720 7 Jun-99 
Lucky Luke 6.5 Nov-98 A Bug's Life 5.75 Dec-98 
Madden NFL 99 8.75 Oct-98 All-Star Baseball ‘99 7  Oct98 
Magical Tetris Challange 8 Jan-99 All-Star Baseball 2000 7.25 Jul-99 
Major League Baseball f. Ken Griffey Jr. 7.5 Jun-98 Battle Arena Toshinden 8 Jan-97 
Mario Golf 9  Aug-99  Bust-A-Move 4 8  Aug-99 
Mario Party 3.5 Mar-99 Carrot Crazy 3.5 Apr-99 
Micro Machines 64 Turbo 7 May-99  Conker's Pocket Tales 45 Sep-99 
Mike Piazza's Strikezone 4.25 Jul-98 Contra: The Alien Wars 8.75 Oct-99 
Mission: . Donkey Kong Land 2 Dec96 
Monaco Gran Prix 2 5 Dr. Franken Il Apr-98 
Monster Truck Madness 5.5 Sep-99 FIFA Soccer 97 7.5 Nov-96 
Mortal Kombat 4 8.5 Jul-98 Game & Watch Gallery 55  Jul-97 
Mystical Ninja Starring Goemon 8 Mar-98 GB Camera 7 Sep-98 
Nagano Olympics 98 5.5 Mar98 Gex: Enter the Gecko 8 Mar-99 
NASCAR 99 7.25 Oct-98  GriffeyJr. Pres. MLB Dec-97 
NBA In The Zone '98 4.75 Apr-98 Ghosts N' Goblins Nov-99 
NBA Jam 99 7 Feb-99 Harvest Moon Oct-98 
NBA Live 99 7.25 Dec-98 ^ Hexcite Jan-99 
„NFL Blitz ccc A, DU98. JamesBondO] —— 85 Apo — 
“NFL QB Club 99 825 Dec-98  Joust/Defender 25 Jun-99 
NFL QB Club 2000 5 Oct-99 Ken Griffey Jr. Slugfest 5.25 Sep-99 
NHL 99 8.25 Nov-98 Kirby's Block Ball 8.25 Jul-96 
NHL Blades of Steel ‘99 6 Apr-99 Klax 7.75 Jun-99 
NFL Blitz 2000 7.75 Sep-99  Klustar 5 Oct-99 
NHL Breakaway ‘98 8.25 Mar-98 — Kwirk 9  Jun-99 
NHL Breakaway 99 6  Feb-99 Legend of the River King 7 Aug-98 
Nightmare Creatures 8 Jan-99 Logical 5  May-99 
Off Road Challange 5 Sep-98 Lucky Luke 7.25 Oct-99 
OympicHokey98 — — — à— 5— 4 Feb98 Madden NFL97 — —  — 725 Nov96 —- 
Penny Racers 5.75 Feb-99 Men In Black: The Series 4.75 Mar-99 
PilotWings 64 9.5 Aug-96 Mario Golf 8.75 Nov-99 
Pokemon Snap 7  Aug99 Moon Patrol/Spy Hunter 6.75 Jul-99 
Quake 64 7.5 Mar-98 Mortal Kombat 4 5  Apr99 
Quake II 7.75 Jul-99 Motorcross Maniacs 8.5 Sep-99 
Quest 64 6.5 Jul-98 Ms. Pac-Man 7.75 Nov-99 
Rampage 2: Universal Tour 5  Apr99 Mulan 4.75 Dec-98 
Rayman 2: The Great Escape 7.75 Nov-99 NBA ln The Zone '99 4 Jun-99 
Resident Evil 2 8.75 Nov-99 NBA Jam 99 75 pes Pe 

„Re-Volt . ce tT5 Oct99 NFL Blitz — ^ 6... Apr-99 
Road Rash 64 8 Oct-99 NHL Blades of Steel'99 7.5 Apr-99 
Robotron 64 5.5 Feb-98 | Oddworld Adventures 7 Feb-99 
Rocket 8 Nov-99 Pac-Man 7.75 Sep-99 
Rush 2: Extreme Racing USA 8.75 Dec-98 Pitfall: Beyond the Jungle 6.5 Mar-99 
SCARS 7.75 Dec-98 ^ Pokémon 9  Oct-98 
Shadowgate 64 4  Aug99 Pokémon Pinball 8 Sep-99 
Shadow Man 7.75 Sep-99 Pokémon Yellow 6.5 Nov-99 
Snowboard Kids 6.75 Apr-98 Prince of Persia 6  Juk99 
Snowboard Kids 2 6.25 May-99 Quest for Camelot 5  Mar-99 
„South Park —— 7.Jan-99 — R-TypeDX LL, Sp- 
^ Space Station: Silicon Valley - 65 Dec-98 Rampage: World Tour 6.5 Apr-99 
StarCraft 8 Oct-99 Rugrats Movie 2.5 Feb-99 
Star Wars: Episode | Racer 9  Jun-99 Skate of Die 2: Tour de Thrash 9 Aug97 
Star Wars: Rogue Squadron 8.75 Feb-99 Small Soldiers 7.75 Dec-98 
Starshot 45 Nov99  Smurfs Nightmare 6.5 Jan-99 
Superman 1.25 Aug-99 Spawn 6.25 Sep-99 
Super Mario 64 9.75 Aug-96 Spy Vs. Spy 7.5 Aug-99 
Super Smash Brothers 8.5 Apr-99 Super Black Bass 8  Jan-99 
The New Tetris 7 Sep-99 Super Breakout/Battlezone 8.25 Oct-96 
„Jonie Trouble |... 2. Aug9 ,. Super Mario Bros. Dik. 9:25. Aug-99 
Top Gear Overdrive 7.25 Jan-99 Survival Kids 75 Sep-99 
Triple Play 2000 5.75 Apr-99 Tamagotchi 7  Apr-98 
Turok 2: Seeds of Evil 9 Jan-99 Tarzan 6.5 Aug-99 
Twisted Edge 3.25 Nov-98 Tetris Attack 8.5 Oct-96 
Vigilante 8 8.5 Apr99 Tetris Blast 8.75 Mar-96 
Virtual Chess 3  Oct98 Tetris DX 8.5 Dec-98 
VR Pool 64 7.75 Dec-98 The Fidgetts 75 Apr-98 
Waialae Country Club 3.5 Sep-98 The Legend of Zelda: Links Awakening 9.25 Mar-99 
WaveRace 64 9  Nov96 Top Gear Pocket 6  May-99 


825 Oct-97 


Vegas Stakes 
Wario Land II 8.75 Apr-98 
World Cup 98 3 Oct-98 
WWF Attitude 6.5 Jul-99 
NEO GEO POCKET COLOR 
Baseball Stars Aug-99 
Bio Motor Unitron i Oct-99 
..BustA-MovePocket — 825. Sep-99 — 
Crush Roller 7.5 Aug-99 
Fatal Fury: 1st Contact 8 Aug-99 
King of Fighters 8.55 Aug-99 
Metal Slug: 1st Mission 8.5 Aug-99 
Neo Geo Cup '98 8 Aug-99 
Neo Turf Masters 8.25 Oct-99 
Pac-Man 7  Nov-99 
Pocket Tennis Color 6.75 Aug-99 
Puyo Pop 7 Oct-99 
Samurai Shodown 2.08.75. Aug-99 — 


SUBSCRIBE!!! 


Don't get stuck with another lame game. Subscribe to 
GAME INFORMER MAGAZINE TODAY 
and receive twelve information-packed issues for only $19.98. 


12 Issues Only 


(Please print clearly) []New [O Renewal 


| Name 

| Address 

| City 

l Phone(  ) l 
Must Include Payment: £270 


| C Check or money order enclosed. (ALL INTERNATIONAL & CANADIAN ORDERS MUST BE PRE-PAID,” 
IN U.S. FUNDS, with $20/yr. additional postage.) 


[| Payment Method: O Visa MasterCard [£] Discover Card 


Card# 1 0 Ep. Date 
Cardholder Signature 


(For faster service with credit card - call 612/946-7266 M-F 9am to 4pm Central Tlme) 


| Or subscribe online at http:/www.gameinformer.com 
Please allow 8 - 10 weeks for 1st mailed issue. 
anin ca“ et: Gene li eek: ened Rc MOM E 


wa! GIFT SUBSCRIPTION! 


Please send one year of Game Informer Magazine to: 
Name 

Address 
je ——————————— 2 —— 


From: 
Name 


Must Include Payment: 


Check or money order enclosed. (ALL INTERNATIONAL & CANADIAN ORDERS MUST 
BE PRE-PAID, IN U.S. FUNDS, with $20/yr. additional postage.) 


Payment Method: C Visa CO MasterCard C Discover Card 
Card # Exp. Date 
Cardholder Signature 


(For faster service with credit card - call 612/946-7266 M-F 9am to 4pm Central Time) 


Or subscribe online at http:/www.gameinformer.com 
Please allow 8 - 10 weeks for 1st mailed issue. 
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| Volume # Month Description Quantity Price Each Total 
Vol. IX Issue 11 #79 November 99 * Cover: Tony Hawk's Pro Skater $5.95 $ 
* Special Features: PlayStation2 and Space World 
| * Play To Perfection: Tony Hawk's Pro Skater 
Vol. IX Issue 10 478 October 99 * Cover: Dreamcast $5.95 $ 
i e Special Features: Behind the Scenes: Eidos 
& Tomb Raider: The Last Revelation 
| * Play To Perfection: Marvel Vs. Capcom and 
Ready 2 Rumble 
Vol. IX Issue 09 277 September 99 * Cover: Legacy of Kain: Soul Reaver $5.95 $ 
| e Special Features: Chris Jerico Interview; Behind 
the Scenes With John Randle 
| * Play To Perfection: Soul Reaver, Dino Crisis, 
and Pokémon Snap 
Vol. IX Issue 08 #76 August 99 * 3 Covers: WWF $5.95 $ 
EI Vol. IX Issue 07 #75 July 99 * Cover: Ape Escape $5.95 $ 
Vol. IX Issue 06 #74 June 99 * Cover: Crash Team Racing $5.95 $ 
| Vol. IX Issue 05 #73 May 99 * 2 Covers: Star Wars Racer and Phantom Menace $5.95 $ 
Vol. IX Issue 04 #72 April 99 * Cover: Super Smash Brothers $5.95 $ 
| Vol. IX Issue 03 #71 March 99 * Cover: Syphon Filter $5.95 $ 
Vol. IX Issue 02 #70 February 99 * Cover: Street Fighter Alpha 3 $5.95 $ 
Vol. IX Issue 01 #69 Janurary 99 * Cover: Turok 2 $5.95 $ 
| Vol. VIII Issue 12 #68 December 98 * Cover: Zelda: Ocarina Of Time $5.95 $ 
Vol. Vill Issue 11 #67 November 98 * Cover: Metal Gear Solid $5.95 $ 
| Vol. VIII Issue 10 #66 October 98 e Cover: Rogue Trip: Vacation 2012 $5.95 $ 
Vol. VIII Issue 09 #65 September 98 * Cover: Spyro the Dragon SOLD OUT 
Vol. VIII Issue 08 #64 August 98 e Cover: Heart of Darkness $5.95 $ 
i Vol. Vill Issue 07 #63 July 98 e Cover: Mission Impossible $5.95 $ 
Vol. VIII Issue 06 #62 June 98 * Cover: Banjo-Kazooie $5.95 $ 
i Vol. VIII Issue 05 #61 May 98 * Cover: Tekken 3 $5.95 $ 
Vol. Vill Issue 04 #60 April 98 * Cover: 1080° Snowboarding $5.95 $ 
Vol. VIII Issue 03 #59 March 98 * Cover: Gex: Enter the Gecko $5.95 $ 
| Vol. VIII Issue 02 #58 February 98 * Cover: Yoshi's Story $5.95 $ 
i Vol. VIII Issue 01 #57 January 98 * Cover: Resident Evil 2 $5.95 $ 
*Prices include shipping and handlin, 
j More issues NAT OOA fead Total Quanity SSS Total $ 


ON NASHUN * COMIC WAT * TOP TEN + TRIVIA * NAME THAT GAME! : TECH TALK * 


THE GOOD, THE BAD, 


Acclaim is seeking gamers willing to duke it out 
in the wild blue yonder with Psychic Force 2012 
for the Dreamcast. Originally an arcade £ame and 
later a Japanese DC title by Taito, the game uses the 
DC's graphical firepower to incorporate the visual 
flair of Japanese anime into the character design and 
animations. Wild, violent melees will take place 
in 360 degree floating arenas suspended high in 
the atmosphere. 

From what we hear, Acclaim may have slipped this 
past the scrutinizing eyes of Game Informer and 
released the game 
by the time you 
read this issue. 


UGLY 
Nintendo’s Game Boy Color title, Mickey’ Racing 
Adventure, looks to inject adventure elements into the 
; kart racing formula. There are a series of minigames, as well 
PRM EEE) of gameplay and races will open. Developed by - 
| UGLY 


Video Game Trivia Answers: 

1. James Bond 007 for the Atari 2600 

2. Brad Vickers 

3. NBA Jam, Crash Bandicoot, and 
Mortal Kombat 

4. Way of the Warrior for the 3DO features 
"Thunderkiss '69" among other White get what we wanted. But 
Zombie songs. This game is also you can't always get what you want, and 
significant for being developed by Naughty even worse, sometimes you can't get rebate a e 
Dog, which went on to create a manic : onday through Friday, 
vermin named Crash Bandicoot. ga SS inne en ara Paving 9:00 am — 4:00 pm (Central Time). 

5 Chewbacca subscription woes or your dog ate your (612) 946-7266 

favorite issue, contact our customer Outside Minnesota make sure to dial 

service department at the address to the area code (this is a toll call). 

right or, for even quicker service, give Or email us at: 

us a Call. customerservice@gameinformer.com 


In a perfect world, For Change of Address, New 
there wouldn't be ‘Subscriptions or Inquiries please 
send correspondence to: 


any need for 
customer service, Game Informer Magazine 


I because we would all Attn: Customer Service 
10120 West 76th Street 


Eden Prairie, MN 55344 


Name That Game Answer: 
Cool World 
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Review 


* Size: 256 Megabit 
* Style: 1 to 4-Player Fighting 


* Special Features: Over 50 WWF Superstars; 


Wrestler Edit & Create; Create-A-Belt & 


Pay-Per-View; Road to WrestleMania Career 


Mode; Wrestler Entrances; The People's 


Elbow; Rumble & Controller Pak Compatible 


* Replay Value: High 
* Created by: Asmik/Aki for THQ 
* Available: Now for Nintendo 64 


Bottom Line: 9 


akt 


Edit: of : | tae tii 


Equipment 


The now mandatory 
Wrestler Create. 


y ics "et "0 4S: xou 
Triple H pedigrees Mankind 
in the cage. 


t 
ax» «clap», «clap», «clap», «clap», 
«clap». We want puppies! 


W 


Hold on just a minute now. These wrestling 
fans have been playing video games not knowing 
what a good wrestler is. They've been 
looking for excitement, they've been looking 
for entertainment, they've been looking 

for a hero - but all they've gotten is a mediocre 


| product. Mediocrity is not excellence, THG is 
B. excellence. Now that WrestleMania 2000 is here, 
| the wrestling video game scene will never, e-e- 


ever be the same again. 

WrestleMania 2000 is very much entrenched 
in THG's WCW past, with the much-loved 
Revenge engine still the driving force behind this 
flagship WWF title. Rather than a Spirit Meter, 


| each wrestler has an Attitude Meter. Almost all 
NES moves are performed out of a grapple, making 
| the control very easy to pick up. Special moves 


can only be done when the Attitude Meter is 


we flashing Special. 


WMeK is not just Revenge with a WWF paint 


mem job, however. You'll quickly notice the many additions 
! and improvements. Every wrestler has a unique 
| entrance, complete with pyros, music, and TitanTron 
| images. The wrestlers of WWMeK also have more 
! moves than anyone in Revenge ever did. Aki even 


managed to fit in an amazingly detailed Wrestler 
Create and Edit. In addition to adjusting 


| appearance, entrance and in-ring clothing, 
|! theme music, and personal mannerisms, 
` players have the option of hand selecting 
. almost 400 (!!) distinct maneuvers for their wrestlers 


to perform. 
Wrestlers aren't the only things to be created. 


| Players can set up a fifteen match pay-per-view 


and decide on not only its name, but also 


E where and when it happens. If you can't manage 


to win any of the game's belts, you can make your 
own. After selecting the belt's look and name, you 


í can put it on the line against another player. These 
lE. are just a few of the things that will keep WrestleMania 
my 2000 fresh for a long time to come. 


401 


Low blow! Low blow! 


Piu 


The Ayatollan 
of Rock “N’ Rolla 


ANDY 


THE GAME HOMBRE 


Concept 
9.5 


Graphics 
9 


Sound 


8.5 


Playability 


9.5 


Entertainment 


9.25 


CE 


OVERALL 


JAY 


THE GONZO GAMER 


Concept 
9.25 


Graphics 


9 
Sound 
8 


Playability 
9.5 


Entertainment 


9 


OVERALL 


REINER 


THE RAGING GAMER 


Concept 
8.5 


Graphics 


8.75 


Sound 
8.75 


Playability 
9.25 


Entertainment 


9.5 


OVERALL 


"Compared to Attitude, WM2K falls short in 
a couple of departments (but these 
shortcomings aren't really problems). 
Perhaps its biggest shortcoming is in its 
Wrestler Create. It's not nearly as 
interesting or as detailed as Attitude's (but 
itis acceptable). The only other thing | found 
lacking were the voice-overs and music, but 
otherwise WrestleMania rocks. The built-in 
battery save adds a whole new dimension 
to this game, by giving you lots of room for 
created characters as well as giving human 
players the right to hold the belt. The play 
itself is much like Revenge in that it’s 
slightly loose, but it is still fun as all heck. | 
love Attitude’s fighting game-styled play, but 
there is something to be said for WM2K’s 
unrestrained fighting engine - it’s like 
wrestling, anything can and does happen. 
WM2K is the king of N64 wrestlers.” 


"If ever there was an ultimate multiplayer 
game on N64, this is it. With the detailed 
Wrestler Create and Edit, the easy to learn 
controls, and the Create-A-Belt options, 
many personal grudge matches are 
destined to be formed. WrestleMania 2000 
is like Revenge on steroids. The basics are 
the same, so it will appeal to Aki fans of 
old, but the look and options have 
advanced with the times. It’s also pretty 
cool that all the old WCW taunts, 
entrances, and moves were left in so you 
can truly create some dream matches. l'm 
partial to Attitude (just barely) since 
WrestleMania 2000 doesn't have quite the 
number of match options and its music 
sounds a little tinny. Many will disagree with 
me, but the fact that it's debatable just 
goes to show what a great game this is.” 


"At first glance it appears that THQ did little 
more than cut and paste the faces of WWF 
players over the bodies of the wrestlers 
from WCW Revenge. Both products look 
identical. A more in-depth investigation did 
little more than prove that my first theory 
was 100% accurate. WrestleMania is 
Revenge with a facelift. However, since 
Revenge, THQ has added a ton of moves, a 
handful of modes, the ability to create and 
defend your own belts, and a sophisticated 
Wrestler Create feature. What the Wrestler 
Create lacks in cosmetic changes, it 
makes up for in its massive list of 
customizable abilities. Just like the WCW 
games, WrestleMania is an absolute blast 
in multiplayer. The lack of commentary and 
crowd chants is rather disappointing, but 
other than this, WrestleMania lays the 
smack down beautifully.” 


Nintendo 64 
Review 


e Size: 256 Megabit (Built-In Save) 

* Style: 1 to 4-Player Action/Adventure 

* Special Features: 5 Playable Characters 
(Donkey, Diddy, Tiny, Lanky, & Chunky 
Kong); Widescreen & Dolby Surround 
Sound Compatible; Expansion Pak Packed 
In (As It Is Required); 10 Levels 

* Replay Value: Moderate 

* Created by: Rare for Nintendo 

* Available: November 22 for Nintendo 64 


9.75 


HIGH SCORE 
007650 snos 


Donkey Kong 64 is a brand-new adventure in many ways 
-For oñe thing, it features à I rge cast of characters. Joining 
the: ‘classics, Donkey and Diddy; are the newcomers Tiny, 
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| gets five- additional moves from Kranky Kon 
b gün.. for- ve Nintendo!) ov and above the stand 


aad ata 


"I H f Iu 
The original Donkey Kong is hidden inside! 


bananas..But you must. also get the 40 Baharia Med 
collecting over. 75 bares on |: Stage), 200. Golder 


bio. aa 


“fromthe stait. i this rode, yr ne nase i. N gue 9 a il 
head i in Arena mode {where yout try to'knock your DEDE: off g Tiny can shrink to get in small places. 


| deathmatch in 2 ‘an open Gna 
~While“Donkey Kong 64 may.not have: the same monk a 
magie that’ the’ first: log liad, it does- of er-some^ 


| DK64 may not be what you expectéd, but there's rnc that 


“can stop this- 200-pound gorilla Qon n-golng: ape- "when it hits 
: stores November 22. . 


— is T aa can lift 
and throw large rocks. 


Lanky can walk on his hands 
and climb up steep inclines. 


wane = 35 | 


Start sleepi g ith your eyes 


open...evil's moving in, on N64". 


The most intense survival game 


in history is here! 


Fear. Horror. Terror. And, of course, 


evil. It's everywhere. Enter the most 
terrifying game experience ever 


- crafted. Fight through hordes of 


flesh-starved zombies, blood-thirsty 


beasts and other mutant creatures. 


Welcome to the nightmar 


Resident Evil 2. — 


www.capcom.com 


] © CAPCOM CQ., LTD, 1999 © CAPCOM U.S.A., INC. 1999 ALL RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. RESIDENT EVIL 2 AND CAPCOM EDGE are trademarks of 
CAPCOM CO., LTD. Nintendo, Nintendo 64 and the "N" logo are trademarks of Nintendo of America Inc. © 1996 Nintendo of America Inc. Licensed by Nintendo. The ratings icon is a trademark of the Interactive Digital Software Association, 


* Size: 256 Megabit 

* Style: 1 to 4-Player Action 

* Special Features: 14 Mission-Based 
Levels; 13 Weapons Including a Flame- 
Thrower & Sniper Rifle; Stealth Tactics; 


Several Deathmatch Arenas; Expansion, 


Rumble, & Controller Pak Compatible 
* Replay Value: Moderately Low 
* Created by: 3DO 
* Available: Now for Nintendo 64 


Bottom Lire: 


Use the sniper rifle to splatter Tan plastic. 


Stealth tactics help Sarge cross the fren- 
zied plains of war unscathed. 


With a gre ade launcher at his side, Sarge 
an easily put an end to a Tan invasion. 


ack in our day, almost every child in America had 

a collection of Army Men figures sprawled across 

his or her bedroom floor. When we were naive tod- 

dlers, we sent these proud plastic heroes into countless wars. 

Whether it was in the desert plains of the sandbox or the secret 

garage laboratory complete with deathray magnifying glass, our little 

brave warriors underwent serious hardship, but never once gave up 

their fighting spirit. They were behind us 100%, and would gladly sac- 

rifice their lives for us. As we aged and made the discovery of more 

sophisticated toys that featured articulated limbs and kung-fu grips, 
we abandoned our green armies and never looked back. 

A movie that redefined cinematography with its state-of-the-art 
digital effects, Toy Story also brought along a nasty nostalgic bug. 
Now, every toy from the past is reemerging as a hot property. Slinky 
Dog, Mr. Potato Head, and even Etch-A-Sketch are making a killing 
on retail shelves again. Imagine our surprise when this phenomenon 
spread to the video game market as well. With Army Men, 3DO has 
taken one of the most simplistic toys ever created and transformed it 
into a multi-million dollar video game franchise. Army Men has found 
amazing success on the PC and PlayStation. Now it's moving to the 
64-bit battlefield of the Nintendo 64. 

In Army Men: Sarge's Heroes, the player assumes the role of 
Sarge (duh!) and commands his every action as he strives to annihi- 
late the Tan Army through 14 mission-based levels. With a brigade of 
weapons at his disposal, Sarge must rescue Green hostages, assas- 


sinate Tan leaders, and even discover the mystery of the Blue Army. 


Sarge's Heroes comes to life in full 3D, and like many Nintendo 64 
titles before it, stealth is the key to its gameplay success. As Sarge 
maneuvers behind enemy lines, he can crawl behind opponents and 


plug them without notice; if his eyes are sharp enough, he can snipe 


Heroes is a beautiful game that utilizes fascinating light- 
to bring the tones of plastic to life. It comes equipped 
craved sniper rifle, high-res graphics with the Expa 

n of real-time cutscenes, a handful of weapons including 
id a grenade launcher, and a decent Deathmatch mode that 
o four players to shoot the plastic. Army Men may seem 


y license, but 3DO has worked wonders with this simple 


It into one of the most complex real-time 


Peek-a-boo! I’m gonna kill you! 


FIRE Ve toming WIR etat 


Peay Piuha W 13 mM 
ae rus unl m if be ai 
LE Lu 


Review 


* Size: 128 Megabit 

* Style: 1 or 2-Player Sports 

* Special Features: 25 Professional Boxers 
(Past & Present); Slugfest & Career Modes; 
Create-A-Boxer; Multiple Camera Angles; 9 
Rings; Rumble & Controller Pak Compatible 


Don't Call It a Comeback 


"This was a surprisingly enjoyable title 
for me, and | think it's the little touches 
that made it that way. Lots of arenas, 
lots of pugilists, black eyes, fat lips, fly- 
ing mouth guards, and an instant replay 
option are just a few of the things that 
made Knockout Kings 2000 come to life, 
giving me many tense moments. The AI 
isn't perfect, and although it was a plea- 
sure to smack my opponent senseless, it 
was a little disheartening to watch a con- 
tender walk right into me as | was in the 
middle of doing a combo. Despite this 
flaw, Ali will still mop the mat with you. 
Best of all, | got to take Holyfield to 
Lewis' home turf, Wembly Arena, and get 
revenge for the robbery perpetrated in 
the States. Boxing fans with a Nintendo 
64 should definitely consider this title." 


"Boxing has finally made its way to the 
N64 and this is about your only choice. 
Sure, Ready 2 Rumble is also on the 
way, but it pales in comparison to 
Knockout Kings. The roster of legendary 
and current boxers is very impressive. 
Recreating classic (and imaginary) bouts 
is amusing, but the true enjoyment lies in 
the Career mode. Even though you won't 
find the need for any defense early on, as 
you climb the ranks, the computer oppo- 
nents get pretty tough. However, | would 
have enjoyed more training modes and a 
few more options in the boxer-create sec- 
tion. This game has a lot of arcade-style 
qualities with the super punches and 
one-button combos, but there are plenty 
of boxing basics that make it still seem 
like a sim." - 


"Electronic Arts’ boxing franchise has been 
hyped to be the number one contender, but 
thus far, the only hit it has landed is a beat- 
ing by the press. The PS-X debut suffered 
from more gameplay difficulties than all of 
Tyson's various chemical imbalances. To 
put it bluntly, it really sucked. This year, ! 
expected a similar showing, but EA caught 
me off guard and landed a hard-hitting sur- 
prise right between my eyes. Knockout 
Kings makes its N64 debut with style. Its 
intelligent CPU opponents and fast arcade 
play glorify the intensity of the sport, and its 
host of options and professional boxers add 
the depth it needs to be more than a one 
night rental. It may not have the graphical 
flash of Ready 2 Rumble, but its gameplay is 
the best any console has to offer. It's tough 
and fluid — the heavyweight champ in this 
genre. A must for fans of the sport!" 


JAY 


THE GONZO GAMER 


Concept 
7.75 


Graphics 


8.5 


Sound 
7.75 


Playability 


8.5 


Entertainment 


8.5 


8.25 | 


OVERALL 


PAUL 


THE GAME PROFESSOR 


Concept 
8 


Graphics 


7.15 


Sound 
8.5 


Playability 
9 


Entertainment 


9 


OVERALL 


REINER 


THE RAGING GAMER 


Concept 
8.25 


Graphics 


8.25 


Sound 
7.5 


Playability 
8 


Entertainment 


8 


OVERALL 


hen we think of the greatest match-ups of 

all time, we contemplate the possibilities of 

Tyson versus Ali, Holmes versus Lewis, Kirk 
versus Pircard, Frazier versus Holyfield, and even 
obscure battles like De La Hoya versus Butterbean 
and Janeway versus Crusher. With the exceptions of 
Iron Mike and all those wacky space traveling cosmonauts, 
Electronic Arts’ latest brawler, Knockout Kings 2000, can 
make all of these fantasy matches a reality. Best of all, you 
won't have to drop a small fortune into Pay-Per-View to 
catch all the bloody action. 

As it has done time and time again, Electronic Arts has 
crammed this product to capacity with 25 of the league's 
greatest boxing legends, a state-of-the-art gameplay engine, 
and more options than Tyson has days left in the brig. If you 
feel that the 25 pros are a little flabby and weak in the 
knees, Knockout Kings 2000 grants the player the ability to 
create his or her own boxing personality; and yes, even the 
scrawniest, wimpiest high school nerd can be transformed 
into the toughest cookie ever to step into the ring. 

Of course, overnight sensations don't happen in video 
games, and before any of you nerds out there can call your- 
self champ, you'll have to fight your way through the ranks 
in the Career mode. If you thought algebra was tough, wait 
until you see the tests the boxers in this mode toss in your 
face. When players begin a new career, the boxer they 
choose is incredibly weak and must be trained so his 
abilities rise in strength, speed, and stamina before he 
makes a run for the top-ranked spot. 

As many of you know, Knockout Kings' PlayStation debut 
made a mockery of the sport. It had all the features needed 
to keep boxing fans entertained, it just didn't have a solid 
gameplay engine to entice anyone to keep playing. That's 
where Black Ops Entertainment comes into the picture. 
Black Ops was enlisted to spice up this engine and transform 
it into a killer combat simulation. That's exactly what Black 
Ops did, and now, Knockout Kings is just as deep with its 
gameplay as it is with its options. Expect to see a much 
greater gameplay speed, a more arcade/fighting game feel, 
and intelligent CPU opponents that really know how 
to bleed. 


Replay Value: Moderately High 
Created by: Black Ops Entertainment 
for EA Sports 

Available: Now for Nintendo 64 


Bottom Line: & DH 


The Create-A-Boxer introduces 
a host of colorful new faces. 
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Review 


* Size: 128 Megabit 

* Style: 1 to 4-Player Action 

* Special Features: 9 Characters (5 Hidden); | 
Character Advancement; 5 Worlds; 6 Ü 
Bosses; 26 Levels; 25 Items; Can Save 
Items for Later Use; A Storyline; Controller, 
Expansion, & Rumble Pak Compatible 

* Replay Value: Moderate 

* Created by: Midway 

* Available: Now for Nintendo 64 


B tt Li 3 f you were around for the holiday 
0 om ine: season of 1985, you probably blew all 
i your money at the mall playing Gauntlet . 

rather than buying your mom a present. ANDY Even though Gauntlet Legends can be 

The innovation of having four players run a T A eil 

g play _THEGAME HOMBRE found myself entertained by this dungeon 

around a dungeon at the same time made Concept crawler. As you could probably guess, 

Gauntlet an arcade hit then and a fond memory 7.25 blasting through a sea of endless enemies 

now. With video game nostalgia running rampant Graphics  &ets a little old after a while, but it's all 

in the late 90s, Atari/Midway released Gauntlet 7.5 worth itin the end when your character gets 

à d ; —— — —'* ———— charged up and you get a familiar or two. 

Legends in 1998 and had another hit on its hands. Sound The levels are pretty cool as well, with lots 

Like the arcade version, Gauntlet Legends for 1.15 of creatures onscreen and a fair number of 

Nintendo 64 lets four players choose between an Playability items and switches to find. While the one 


player is sufficient, venturing in a party is 
—— .— Where it's at. While this game isn't for 
Entertainment everyone, it is pretty fun, especially if you 


Archer, Warrior, Valkyrie, and Wizard. The 
assembled characters then head out to various 


dungeon levels to seek their fortunes. As iei i 
dy g ; : i : remember the original. Nintendo 64 
gs À 1. monsters are killed, experience is gained, and the owners who are looking for some fun, 
There Fe ehe vide MEL. characters begin going up levels and getting stronger. mindless adventuring will definitely enjoy 
lca ". Hidden throughout the levels are Rune Stones that, TR. Mud uae m m 

é EMEN EEeeses | along with the items collected for defeating world : 


bosses, open the passage to the arch-nemesis of “playing by yourself; this garie quriy 
the ga me, Skorne. JAY becomes a monotonous chore. Since you 

To give the game more longevity, a few THE GONZO GAMER — can't insert money for health, you'll find 
things have been added and changed for the home Concept yourself holding A for half an hour to attack 
version. In addition to new worlds, levels, and hidden 7.5 ets vedi bad and pedir 
character types, players now have the option of Graphics E coe Gee RM. have. 


: i o cash. With some extra players, however, 
saving power-up items for later use. Between 8.5 the torture becomes not only bearable, but 


TEET REA, dungeon crawls, players return to a home base Sound actually enjoyable. It was during the 
| & | | where they decide what place to visit next, and 7 multiplayer experience that | was able to 
t à h h : Il f " i b — appreciate some of the nice things 
Find enough coins during the overhead ave the option to sell Tound items to buy Playability ^^ happening on this cart. The screen can be 
challenges to unlock extra characters different power-ups, ability increases, or most 7 filled to the brim with monsters without any 
oo nn % importantly, extra health. “Entertainment - noticeable slowdown, the levels are nice 

You'll find no slot on your N64 in which to plunk 1 looking, and the camera is always in the 


right place. To enjoy playing Gauntlet 


pes k * e |»... | tokens. Only food found in dungeons and health Legends, you need two things: an 
‘fe _ purchased at the store will give you life, causing Expansion Pak and a friend. It was made 


you to be more concerned with your character's for multiplayer in the arcades, and it's 
well-being than your budget. ibis made for multiplayer on the N64." 


p "As a fan of the original, | find the arcade 

ne REINER version of Gauntlet Legends somewhat 

—— THE RAGING GAMER amusing, but more of a letdown than 
1 ~~ Concept _ ~ anything else. Its play is definitely retro, 

6.5 but other than sucking the life out of the 

ie ' original, Legends doesn’t really do 


( Need more fun? Add more players. i E Ww Graphics anything. The Nintendo 64 version, while a 
e TE AY. mU ws : tad different, suffers from the same 


syndrome. This game doesn't offer you 

Sound any motivation to play. You turn it on, enter 
6.25 a level, then hack and slash for hours on 

- Playability - end. That's it. As a single player game, 
y Legends is one of the most uninteresting 

6.25 boring games the Nintendo 64 has to 
Entertainment offer. On the other hand, Legends 
65 multiplayer is quite amusing. Stealing food 


from your buddies or teaming up to take 
down a boss overpowers Legends’ inability 
to deliver a story or purpose. l'd only invest 


EN à in it if you are strictly going to use it for 
{ Y b l PF. ^ —_ multiplayer sessions.” 
No time for sightseeing. a. > Y E P l d 
da v D 


xp 
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Nintendo 64 


Review 


* Size: 128 Megabit 

* Style: 1 to 4-Player Action 

* Special Features: 17 Playable Characters; 
16 Weapons; 13 Abilities; 36 Arenas; 1 or 2- 
Player Cooperative Trial Mode; 4 Multiplayer 
Modes; Hidden Bonuses; Expansion, 
Controller, & Rumble Pak Compatible 

* Replay Value: High 

i i ! * Created by: Acclaim Studios Austin 

T? Nintendo 64 will always be known as the * Available: November 23 for Nintendo 64 


system that redefined the multiplayer experience 

for consoles. Rareware's trigger happy release, i " 
GoldenEye, set the standard for all games to follow, Bottom Line: 
and follow they did. GoldenEye has been targeted, but 
it hasn’t been hit or ousted from its throne. GT 
Interactive has tried valiantly with Duke Nukem, yet big 
blondie’s thunder thighs and heavy weaponry weren’t enough 
to shake or even stir Bond’s martini. Another challenger, born 
and raised in the fields of Acclaim, arose to combat 007. Yet 
even Turok’s savage ways weren’t enough to separate Bond 
from his babes, and before Turok could be recognized, Bond 
beat this series bloody. 

Well, Bond is getting old and he’s been on vacation for 
quite some time. So it’s no surprise that Acclaim hopped into 
Bond’s face and pointed a rocket launcher right between his 
eyes, yet received no reaction from the crafty spy. With this 
release, Turok: Rage Wars, Acclaim may have bested Bond. 
The sole purpose of this game’s development was to craft the 
best 64-bit multiplayer game of all-time. To accomplish this 
feat, Acclaim even ditched the single-player story and the 
continuing saga of the Turok lineage. It still includes a 
single-player mode, and as always, this mode is very deep 
and very rewarding. However, many of its awards apply only 
to multiplayer play. Along with over 19 ranks, players can 
unlock up to 17 characters, 25 additional skins (outfits), 
weapon upgrades, new single-player routes, and even new 
multiplayer stages. 

In total, there are 36 arenas that have been constructed 
with non-stop mayhem in mind. Each environment is rather 
small, but we think you'll find that the tight corridors provide 
more than enough action. As for firepower, Rage Wars fea- 
tures seventeen weapons that range from a Tek Bow to a 
Chest Burster, and even to the mighty Emaciator. All of these 
weapons can be upgraded to include a secondary function. 
Rage Wars also debuts 13 different abilities spread across 
the battlefields in the form of a power-up. These pickups will 
allow players to become invisible, teleport to new areas, 
transform into a bullet shield, and even reverse damage. 

You know the theme of the game and you've tasted its 
blood before, but never, and we mean never, have you seen it 
move quite like this. 


TRIAL OF ADON 


„to acquire new characters, skins, and 


weapons... 


BULLET. ROUNDS, 


A" flos : 
..then blow baddies a new hole in single... 


TEC CTOs tot Ses 


.„Or multiplayer modes! 


105 [Also fas’ 


Close encounters of the mutated kind. 


Nintendo 64 
Preview 
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D would you call a group o. 
; Mn Staring Frogs? 
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1000 
SOUTH PARK 


CHEFS LUV SHACK 


| and it’s 
23 mmm-kay, that is. 


* Size: 128 Megabit 

e Style: 1 to 4-Player Board/Action 

* Special Features: South Park Humor; 
South Park Characters; South Park Voices; 
Tricky Questions; Many Minigames; 
Bleeped-Out Swearing 

* Created by: Acclaim Studios Austin 

* Available: Now for Nintendo 64 


95% Complete 


0 | 4500 350 


-. Acclaim i is determined to make the most of 


| its South Park license before the cartoon 

(and the profits to be made from it) goes the 
| way of Beavis & Butthead. By the holidays, 
|. N64 owners will have two new Kenny-killing 


games to choose from: South Park Rally, a 


(cart racing game; and the game show-like 
| title you see here, Chef's Luv Shack. 


Up to four players choose one of the four 


' lewd little boys of South Park, and then try to 
| score more points than the rest in up to eight 


rounds of competition. Each round of game- 
play starts with players buzzing in to answer 


| three questions in such categories as "My 


Fart Will Go On,” “Sucks, Or Canadian," and 
“Hippie Crap." 
After the grueling quiz portion of the round, 


| it’s time for a minigame. Many of these 
| resemble old video games of yesteryear. For 
" example, Bad Kitty is obviously a Donkey 


Kong knock off, and Asses in Space is 


| Asteroids with butts replacing rocks. 


The player with the most points near the 


| | end of the game gets to play a speed round, 
| where every correctly answered question 


brings a probe closer to Cartman's posterior. 
If the player does well here, the game is won 
time for another. If you think it's 


Nintendo 64 
Review 
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VIEW STATS 


"This game is still solid, but I’ve just 
&rown tired of its action after all these 
years. Showtime is definitely the 
cream of the crop, but its lack of 
defense keeps the game from being a 
truly entertaining one-player experi- 
ence. Multiplayer Showtime is still the 
bomb, otherwise | would steer clear." 
Paul, The Game Professor 

"Showtime is a very faithful transla- 
tion of the arcade game, but should 
have some extra options or modes. 
This could have been as simple as not 
making you reenter your PIN after 
every game.” 

Reiner, The Raging Gamer 

"The Nintendo. 64 version is decent, 
but it's far from arcade perfect. The 
players are smaller. The graphics are 
fuzzier. The play is a tad looser. Yet as 
a whole, it's a solid game that won't 
disappoint. | do advise getting the 
Dreamcast version if possible." 


* Size: 64 Megabit 
* Style: 1 to 4-Player Sports 


Outdoor Courts; Difficulty Slide; Controller 
Pak Compatible 
* Replay Value: Moderate 
* Created by: Eurocom for Midway 
* Available: Now for Nintendo 64 


ANDY PAUL | REINER 
Concept: 4 6 " 
Graphics: 7.15 8.5 6.5 
Sound: 8 8.75 6.5 
Playability: 8 9 7.25 
Entertainment: 7 5 7.75 
Overall: 1 7.5 7 


Mark Turmel and his team first put 
together the original version of this game 
back in 1993, and like a Timex watch it 
takes a lickin’ and keeps on tickin’. In the 
six years since its debut, it has changed 
names twice. Before its current incarnation 
as NBA Showtime, it was known NBA 
Hangtime and before that it was known as 
NBA Jam (which is now used by Acclaim 
Entertainment for its basketball line). 

Don’t be mistaken, this is still the origi- 
nal two-on-two basketball we all know and 
love, just in a new and improved package. 
The gameplay is still basically the same as 
it was six years ago. Yes, the number of 
players on each team has been upped, the 
gameplay tweaked, and the Create Player 
mode improved...but is it really different? 


5 No...it’s still the NBA Jam slamfest that the 


game has always been. 

This N64 port of the arcade doesn’t 
quite have the graphical flair of its 
Dreamcast counterpart, but all the play is 
here. If you haven’t experienced NBA Jam 
or Hangtime yet, the game is quite a rush. 
Its fast-paced, no-holds-barred action is 
truly exhilarating, but for experienced 
gamers, rehashing the same old thing is 
truly frustrating. 


* Special Features: Create Player; All 29 NBA 
Teams; NBAPA License; 6 Players Per Team; 


JORDANS 
NC AN : 


“The computer Al has been improved 
over previous incarnations of NBA 
Live, and it shows. This game is much 


smoother, and much more like 
basketball, than the dunk-fest that 
Live usually is. Throw in the three- 
point shootout and the MJ one-on-one, 
and NBA Live ‘00 is the best b-ball 
on N64.” 


“This surpasses last year's game by a 


long shot. The rebirth of Jordan one- 
on-one is superb. I’ve yet to play the 
new Kobe Bryant game, but Live 2000 
is going to be hard to beat.” 


“NBA Live has. undergone a serious 
facelift. Along with improved game- 
play, Electronic Arts has incorporated 
several new modes, including a one- 
on-one duel against Michael Jordan. 
The play is still a tad loose, but over- 
all, it’s a much better game that is 
actually challenging.” 


* Size: 256 Megabit 

* Style: 1 to 4-Player Sports 

* Special Features: 1-On-1 Vs. Michael Jordan; 
New NBA Jam-Styled Arcade Mode; Action 
Replays; Facial Expressions; Icon Passing; 
Rumble & Controller Pak Compatible 


* Replay Value: High 
* Created by: NuFX for EA Sports 
* Available: Now for Nintendo 64 (PlayStation) 


Concept: 8 9 8.5 
Graphics: 8 8.75 8 
Sound: 8 8 7.15 
Playability: 8.5 9 8.75 
Entertainment: 8 8.5 8.5 
Overall: 8 8.75 8.25 


uis 4 fidi UA. 


In the world of professional basketball, 
Michael Jordan is the most exciting player 
to ever step onto the court. He will always 
be remembered for his high-flying dunks and 
his buzzer-beating prayer shots that helped 
the Chicago Bulls win several champi- 
onships. If you don't know hoops, then you 
probably remember Michael Jordan as that 
really tall guy that uses his electric smile to 
sell Big Macs. In the world of video games, 
players remember Michael Jordan as the 
toughest of adversaries, the one man capa- 
ble of shutting down Larry Bird and Randy 
Breuer without breaking a sweat. Electronic 
Arts is bringing this challenge back to the 
texture court, and for the first time since 
Chaos in the Windy City, Jordan has game in 


| the video realm. 


NBA Live 2000 features the great one, 


| Michael Jordan, but you won't be able to 


play as him until you beat him in an outdoor 
game of one-on-one (pictured). Once you do, 
you can put him on your team. Electronic 
Arts and developer NuFX have also added 
some spunk to the Arcade mode, and now 
players can perform high-flying jams just like 
in NBA Jam. 

As always, the Season mode is loaded 
with stats, and as we've seen each year, the 
gameplay in Live continues to progress, 
becoming smoother and more challenging 
each and every year. 


Andy, The Game Hombre 

“While Jam comes up short when 
compared to NBA Live, it is still a 
decent game. The crew of Harlan and 
Albert can't be beat, and the high-res- 
olution graphics are nice (though they 
are a little slim on animations). Good, 
but | say go with Live." 

Paul, The Game Professor 

“Acclaim should have concentrated on 
one game or the other, both the Jam 
mode and Sim mode are horrible. The 
only saving grace of this game is 
Harlan on the play-by-play." 

Reiner, The Raging Gamer 

"Last year Acclaim was king of the 64- 
bit sports market. A year later we find 
this company struggling to stay out of 
skid. row. Quarterback Club was a 
huge letdown, and NBA Jam — while 
mediocre — doesn't have the rocks it 
needs to compete with EA’s NBA Live. 
Jam's play is too slippery, and to 
some degree, unplayable in. many 
Ways." 


14 Overall: 


* Size: 128 Megabit 

* Style: 1 to 4-Player Sports 

* Special Features: Simulation & Jam 
Modes; Mo-Cap by Xiaver McDaniel; 
Create-A-Player; Advanced Play Calling; 
Commentary by Kevin Harlan & Marv 
Albert; 3-Point & Free Throw Contests 

* Replay Value: Moderate 

* Created by: Acclaim Sports 

* Available: Now for Nintendo 64 


ANDY 


Concept: 7 4.75 6.75 
Graphics: 7 5 6.25 
Sound: 8.5 8 7 
Playability: 5 5 6 
Entertainment: 6 2 5.5 
6.75 5 6.25 


The lineage of NBA Jam follows a 
crooked path cloaked in. mystery. You see, 
Midway’s NBA Showtime is the "real" 
NBA Jam, because Showtime used to be 
NBA Hangtime, which used to be the 


M original NBA Jam. Now there's also NBA 
| Jam 2000, which isn't the "real" Jam, but 


is called NBA. Jam because Acclaim 
bought the rights to the name. This means 
that Acclaim's NBA Jam 2000 is actual- 


ly...Keyser Soze? Confused? So are we. 


While NBA Showtime concentrates on | 
the cartoonish 2-on-2 action that made 
Jam famous, NBA Jam 2000 has evolved 


3 into a roundball jack-of-all-trades, encom- 


passing both a 2-on-2 Jam mode and à 
traditional 5-on-5 basketball Sim mode. 
While the Jam mode will appease longtime 
fans of the series, Acclaim has clearly put 
the emphasis on the Simulation mode in 
hopes of competing with EA's NBA Live 


series. Management has been expanded to 


allow you to trade, draft, sign, and release 
players; if you can fit them into your salary 
cap. The on-court features are also state of 
the art, with on-the-fly play calling and icon 
passing. With NBA Jam 2000, Acclaim 
looks ready to grind it out in the paint with 
the big boys. 


ARMY 
R A 


PlayStation 


Review 


* Size: 1 CD-ROM 

* Style: 1 or 2-Player Action 

* Special Features: 4 Helicopters; 6 Real 
World Environments; 22 Missions; Tan & 
Blue Armies; Multiple Weapons & Power- 
Ups; Dual Shock & Analog Compatible 

* Replay Value: Low 

* Created by: 3DO 


* Available: Now for PlayStation he PlayStation has already felt the earth- T "m 7 
shaking impact of the Army Men license with IT’S NOT EASY 
: the moderately popular Army Men 3D BEING GREEN 
Bottom Line: 5 7 release. 3DO plans to keep those select few 
: © individuals who enjoy the smell of burning plastic 


completely entranced with another Army Men 

à! release. Instead of developing a sequel, 3DO has 

B - à created a spin-off that focuses on the heli-division of 
(wc the Green Army. While Sarge dukes it out on foot in his 
first Nintendo 64 title, Sarge's Heroes, the PlayStation 

audience can eliminate the Tan plague from the skies 


£ wo in Army Men: Air Attack before playing the port of 
pos i Sarge’s 64-bit adventure. 
25 nY <n Either heavily inspired by Electronic Arts’ Strike series 
Pow JV M ora one in a billion coincidence, Air Attack features 
e JM almost identical gameplay styling to that of Soviet 


Save the mutated bugs from Strike. The controls are the same, the isometric view is 
Tan’s concentration camps. almost identical, and the choice of weapons are 
exactly alike. Air Attack is different in the fact that it fea- 
fures over 20 levels, whereas the Strikes only 
featured a handful. Most of the missions in Air Attack 
come and go at great speeds, and often ask the 
player to perform outrageous feats, like stopping an ant 
invasion or securing a UFO. 

The Tan Army is once again a serious threat, and 
if you thought its menace in Army Men 3D was impres- 
sive, wait until you see it in this game. Across all the 
terrains, Tan has spread its wealth of tanks, infantry, 
SAMsites, and helicopters to eliminate your color and 
your cause. The Green Army may be outnumbered, but 
it has one of the best pilots on its side, and that pilot 
(who may be you) really knows how to unload ammu- 
nition into the Tan way of life. So whaddya say, 
pardner? Are ya truly Green, or are ya just yellow in the 
spine? Our reviewers were brave enough to tangle with 
Tan, and you can read their war journals if you want to 
know if this war is worth signing up for. Who knows, it 
may be wiser to dodge the draft. Read on! 


The main objective is to melt tan plastic. 


Use the cable to hook Evasive maneuvers! Move! Move!! Move!!! 


power-ups and useful items. 


CN 


s num LE MES | | bit 


Playstation 
Review 


* Size: 1 CD-ROM 

* Style: 1-Player Action 

* Special Features: Non-Linear Gameplay; 
Respect-O-Meter; 7 Gangs; Over 30 Vehicle 
Types; City Divided Into Different Turfs; Kill 
Frenzies; Innocent Bystanders 

e Replay Value: Moderately High 

* Created by: DMA Designs for Rockstar 
Games 

* Available: Now for PlayStation 


he rebels at Rockstar Games have been 
promising a rock n' roll revolution in the 
BP gaming industry since the company's incep- . 
tion, but games based on earthworms and monster Bottom Line: 7 15 
trucks haven’t exactly fit the bill. With GTA2, the * 
sequel to the highly controversial Grand Theft Auto, 
Rockstar finally delivers its dream with a game almost 
guaranteed to anger mothers across the nation. 

Like its predecessor, the main play of GTA2 involves going 
to pay phones to get missions that, more often than not, 
require carjacking and a few people taking the dirt nap. 
People are willing to pay for these illicit activities, but there 
are other ways to make cash in the city. By nabbing a taxi 
or bus, you could snatch fares and eventually achieve your 
cash level goals; but a few hours of being nice will quickly 
educate you to the fact that crime does pay - quite well, in 
fact. 

To get jobs, you need friends. In GTA2, however, having 
friends also means having enemies. Each area of the city is 
divided into three unmarked turf sections, with a different 
organization controlling each zone. A Respect-O-Meter in 
the screen's corner shows the gangs' opinion of you. Pulling 
some successful heists for the Yakuza will assure job secu- 
rity with them, but will cause the Hare Krishnas to open fire 
if you get stranded on the wrong side of town. 

There is one constant and common enemy in the city 
though, and that's the cops. Throwing people from vehicles 
to see what's playing on their radios is fun, but keep it up 
and the fuzz will get wise. If you decide to solve your police 
problems by offing a few officers, then you'll quickly be 
arrested (losing all your weapons and money modifiers) or 
killed in a shoot-out. If the police can't stop you, a SWAT 
team or even the National Guard will show up to take you 
down. 

If crime just isn't enough, GTA2 also has hidden items 
aplenty to discover. Finding rare vehicles, like a tank, can 
make city driving a true pleasure. There are also green skull 
tokens that start the Kill Frenzy mode, giving you two or 
three minutes to kill a certain amount of people or destroy 
so many vehicles. 
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It'S ape anarchy and it's up to you to stop their 
banana-fueled mayhem. You'll hunt down over 
200 unruly apes, you'll drive a Tank, steer a Remote 
Control Car, you'll even launch an aerial attack 
in a propeller-powered Skyflyer. You'll use 
plenty of anti-ape devices, like a primate-pun- 
ishing Stun Club, a simian Slingshot and Monkey 
Radar. Plus, it's the first and only 3D game that 
fully utilizes the Dual Shock" analog controller. 
Prepare yourselt, things are about to get hairy. 


*Or other official PlayStation brand or licensed controllers featuring the "Analog Control" icon. Analog mode only. May not function or performance may 
Entertainment America Inc. ©1999 Sony Computer Entertainment Inc. No apes were harmed in the making of this advertisement. As for the truck driver, that's a different story. 


You better get them 
before they get you. 


vary with other controllers. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Ape Escape is a trademark of Sony Computer 
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* Size: 1 CD-ROM 
* Style: 1-Player Strategy 
* Special Features: Evolving Characters 
(Young & Old); Simultaneous Action 
System; Unique Magic Formula; Multi 
Tiered Combat Terrain; User-Controlled 
Camera Position 
* Replay Value: Low ! ; 
* Created by: KCET for Konami ith the PlayStation strategy market as barren | 
* Available: Now for PlayStation as Cookie Monster's cookie jar, the original v TS g 1 
e Vandal Hearts found immediate success as one tn and 
Bottom Line: 7 75 of the only turn-based strategy games in the 32-bit houses 
o hemisphere. At the same time, this game was also beaten 
bloody for its incredibly short quest and plethora of gameplay 
EA FUIRIUNEN RR came obscurities. Konami is bringing back Vandal Hearts for one last 
[i — I| go on the PlayStation console, but this time around, the odds are 
| [Razorena ; | | stacked against Vandal Hearts’ second coming. The unfulfilled 
VG sensation left from the original adventure will have soured many, and 
the PlayStation market is no longer lacking in the turn-based genre. 
As you well know, Square Soft dropped a bomb on this genre with 
Final Fantasy Tactics, a game that many have acclaimed the greatest 
Strategy game ever made. 
To compete with Final Fantasy Tactics, Konami revamped and 
retooled the Vandal Hearts' universe with a host of new options and a 
brand spanking new look. Just like those in Final Fantasy Tactics, 
Vandal Hearts' graphics are more colorful, and combat dioramas are 
constructed as single entities that appear to be taken straight from a 
pop-up book. The characters are also much more detailed and 
animated. Vandal Hearts II does a nice job using these animations to 
bring across its story. There are no FMV's in the game, just a ton of 
text delivered through a plethora of real-time cutscenes. As you play 
through the brutal tale, you'll learn of treason, betrayal, and untimely 
misgivings. The story is so expansive that it spans across multiple 
time zones, and yes, you will see your characters age right before 
your eyes. - s 
With the combat sequences, Konami has ironed out the kinks and 
actually made the game considerably more difficult. Archers no longer 
have a distinct advantage, multi-tiered terrains play a larger role, and 
the new simultaneous-action system — which allows the user and 
computer player to move at the same time — eliminates the situation 
which the team with the first movement will automatically get the 
upper hand. Vandal Hearts II doesn't have the multitude of firepower 
that Tactics offers with its class system, but it does come packed with 
an interesting formula for how characters learn magic. All spells are 
mounted to different weapons. To summon a certain spell, you'll need 
a specific weapon. 
Unlike the first game, Vandal Hearts II is a big game with a big 
story behind it. Fans of strategy games should definitely take a look at 
Konami's second attempt. 
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* Size: 1 CD-ROM 
* Style: 1 or 2-Player Action 
* Special Features: 30 Levels; Mission-Based 
Gameplay; 12 Weapons; 20 Al Enemy 
Types; Wear Disguises; Several 2-Player 
Modes; Dual Shock & Analog Compatible 
* Replay Value: Moderately High 
* Created by: DreamWorks Interactive for 
" Ww Electronic Arts 
“Rennt Um Euer Leben - M edal of Honor was inspired by DreamWorks' * Available: Now for PlayStation 
Er Hat ‘Ne Panzerfaust!^* co-founder, Steven Spielberg, the famed direc- 
“Translation: “Run For Your Lives — He Has a Bazooka!” | VW B tor who has romanticized the World War Il era Bottom Line: 
with his hard-hitting films Shindler’s List, Empire of 
the Sun, 1941, and Saving Private Ryan. To capture the 
authenticity of World War Il, DreamWorks enlisted the 
knowledge of Capt. Dale Dye, USMC (retired). Dye has been a 
~ helpful tool in the entertainment industry, lending his military 
“expertise to such films as Saving Private Ryan, Born on the 
Forth of July, and Platoon. Dye helped the Medal of Honor team 
with mission development, character definition, and accurate 
weapon modeling. 
DreamWorks’ assignment was to meld all of this information ~ 
together into a game that not only played well, but also brought 
to life a realistic World War ll era. With the limited power 
of PlayStation, DreamWorks worked wonders with the Medal of  [ M us 
Honor engine, developing a. smooth moving first-person ($ Es B ou ee A. 
experience that features the graphical prowess and the Take out your aggression with 12 
advanced enemy Al of Rare's N64 smash, GoldenEye. In many. | 1 different weapons in multiplayer. 
ways, Medal of Honor runs stride for stride with GoldenEye, eT 
and if you see someone playing it, you may think that it’s a 
sequel or a new James Bond game. The resemblance between 
_the two products is uncanny. 
__ As you progress through the game, you'll see how deep its 
play is.and how intelligent its computer opponents truly are. 
Every level is broken down into several different missions that 
may range from sending a radio transmission to destroying a 
Stuka Dive Bomber. As you sneak through the streets of France 
and Germany as an agent in the. Office of Strategic Services 
(OSS), German troops present themselves as most difficult | j : 
adversaries. They'll hide around corners, sound alarms, dropto — fis intelligent, and will ever 
. the ground and roll into attack positions, and mount machine | jump ona a grenade to protect their comrades. 
_ gun nests to ensure the dominance.of the Axis. Depending on = ® 
-the situation, these tough foes will even jump on grenades to 
save their friends’ lives. 
DreamWorks has also. implemented an accurately detailed 
war room and actual WWII film footage to bring to life the 
events of the war. Medal of Honor also includes a two-player f 
split-screen mode, allowing friends to duke it out in a number’ | 
of modes to see who the higher power truly is. 


Don't worry animal lovers, 
all dogs go to heaven. 
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e Size: 1 CD-ROM 

* Style: 1 to 4-Player Fighting 

* Special Features: Exclusive Wu Songs & 
Instrumentals; New Wu-Tang Alter-Egos; 
FMV Cutscenes; Fatalities; Single, Versus, 
& Story Mode; Multiple Fighting Arenas 

* Replay Value: Moderately Low 

e Created by: Paradox Development for 
Activision 

* Available: Now for PlayStation 


Bottom Line: G 2b 


In the rap game, you're only as good as your last hit. One 
minute you're big ballin' and shot callin', the next minute 
you're straight fallin' off and those chicks in TLC are calling 
you a scrub. Ask Rob Base and DJ E-Z Rock. Ask 3rd Bass. 
Ask Bone Thugs 'N Harmony. Ask Puff Daddy in about three 
weeks. They'll tell you. Even the once mighty Wu-Tang 
empire has fallen out of favor with the hip-hop nation. 

Recently, sub-par Wu solo joints by Clan members 
Cappadonna, the Genius, and Method Man failed to capture the 
imagination of the heads that once embraced the Wu as the 
saviors of hip-hop. Another case of sizzle to fizzle? Don't count 
__ the Wu out just yet; they've still got ODB. Perhaps Shaolin Style 
|! can restore some shine to the Wu's tarnished family jewels. 

; While it would be pretty easy to assume that Shaolin Style 
_ will sell a few copies based solely on its license, this game is 
noteworthy for more than its high-profile sponsors. For one, 
Shaolin Style uses the same engine as the aborted Thrill Kill, a 
game infamous for being so violent and sexually explicit that it 
was never released. While the graphic violence remains, 
especially in the ridiculous fatality animations, Thrill Kill's 
raunchy side has been neutered. You see, Wu-Tang IS for 
| the children. 

| Shaolin Style will also secure a mention in the history books 
| as the first game for the PlayStation to have four-player 
|! simultaneous fighting. The game allows you to form a cipher of 
| brutality with a four man crew to separate the hardrocks from 
the shook ones. There are 22 characters, including the nine 
members of the Clan. Each character has multiple fatality 
animations which must be unlocked through the Story mode. 
Every combatant has a ton of unique moves to master; but once 
you do, you'll be laying suckers down flat like linoleum. 

The developer created a surprising amount of FMV movies 
to flesh out Shaolin Style's Story mode. The game is saddled 
_ witha fairly generic plot that revolves around the Clan's quest to 
| save their martial arts teacher, who has been kidnapped by an 
| evil kung-fu master. It would have been nice to see a plot that 
| captured the unique charisma of the Clan; like saving ODB from 
| his child support payments, for instance. 

- Whether you're a hardcore Wu fan, or a specialist in fighting 
| game forensics who's searching for the remains of Thrill Kill, 
| Shaolin Style should make an intriguing purchase. There's a war 
_ going on inside; no man is safe. Move or get rolled on. 
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WITHER THE WU? 


MATT 


THE ORIGINAL GAMER 


Concept 
8 


Graphics 


7.75 


Sound 
6.5 


Playability 
7 


Entertainment 


7 


OVERALL 


PAUL 


THE GAME PROFESSOR 


Concept 
5 


Graphics 


7.75 
Sound 
9 


Playability 
4 


Entertainment 


3 


OVERALL 


REINER 


Concept 
6.5 


Graphics 


7 
Sound 
1 


Playability 
5.5 


Entertainment 


5.5 


CE 


OVERALL 


THE RAGING GAMER 


"Being a huge Wu-Tang fan, | was amped 
to finally get my hands on a finished copy 
of Shaolin Style. Unfortunately, like the 
Wu-Tang’s last album, this game doesn't 
live up to the hype. Once | got over the 
novelty of playing as a member of the Clan, 
this game’s shortcomings became all too 
apparent. There are a ton of moves, but 
the control makes it difficult to get into any 
kind of flow with the combos. The Story 
mode also disappointed. If you watch the 
FMVs, be prepared to throw your dirty 
drawers in the hamper and come strapped 
with a Pamper; because | nearly poo-pooed 
my dungarees from laughing so hard at the 
ludicrous dialogue. Don’t buy this for the 
music, either. Most of the ‘exclusive’ 
tracks are either half-finished instru- 
mentals or feature perpetual Wu bench- 
warmer U-God.” 


“The last time a fighting game was tried 
with a rap artist...er...basketball player, we 
got the dismal and forgettable Shaq-Fu. 
Almost a decade later, Activision recruits 
the infamous Wu-Tang Clan for a fighting 
game that is almost as insane as the clan 
itself. | just have to think, where’s the 
Berettas and the AK-4/s? Wu-Tang does 
have one positive in that it is the first to 
offer four-player fighting, but this is of little 
consequence because the playcontrol is 
just stupid. Using the shoulder button to 
crouch? What were they thinking? 
Additionally, the combos and special 
moves are painfully sluggish to execute. 
Unless you are down with the hardest of 
hardcore Wu-Tang fans and want to see 
ODB immortalized in polygons, | suggest 
staying a long way from this game.” 


“PIL swing to the beats of the Clan, and | 
consider the ODB a dear old friend of mine, 
but | never thought I'd see a game 
constructed around Wu-Tang’s diverse 
personalities. Of course, a normal fighting 
engine just wouldn't do, so Activision had 
to be inventive with every inch of this 
brawler — a move which is often confused 
with sticking a pistol in the mouth. | do give 
the game some credit. Wu-Tang does 
deliver a handful of interesting gameplay 
techniques. It features hilarious fatalities, 
colorful graphics, and a killer TMNT-like 
story. Unfortunately, it also comes 
equipped with a choppy combat shell that 
lacks | technique, variety amongst 
characters, and overall speed of 
movement. It won't do anything for fighting 
fans, and l'd be surprised if Wu-Tang 
roupies got anything out of it either.” 
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* Size: 1 CD-ROM 

* Style: 1 or 2-Player Racing 

* Special Features: Tournament Wagering 
System; Cop Chase, Challenge, & : 
Tournament Modes; Vehicle Upgrades & r 
Paintshop; Soundtrack Featuring Fear Factory P 
& Eve 6; Dual Shock & Analog Compatible 

* Replay Value: Moderately High 

* Created by: Pitbull Syndicate/Accolade for 
Infogrames 

* Available: Now for PlayStation 


We've always felt that the name Test Drive didn’t fit 
Bottom Line: this series well. When we think of test driving a vehi- 
$ cle, we picture a 17-yearold male heading to a used- 
. car lot and driving a rusted out, mufflerless Pinto 
around the block, then buying it, knowing full well that 
this hunk of junk would die in a matter of months, but that 
he had to make the purchase because he needed to get out 
and about and couldn't afford anything else. Yet the game 
doesn't even come close to delivering a gameplay experi- 
ence along these lines. Instead, the game thrusts this hos 
less 17-year-old into an illegal racing circuit where under- 
the-table deals occur by the hour, and shady characters 
lock heads and commandeer the world’s fastest, most dead- 
ly street demons, all for the chance of winning a cash pot 
to buy a more exotic ride. 
Through the PlayStation years, Pitbull Syndicate has 
pulled the Test Drive license out of the gutter and converted 
it into one of the industry's leading racing series. This year, 
Pitbull and its new publishing division, Infogrames, are tar- 
geting both Gran Turismo and Need For Speed, and hope 
to race ahead of these competitors and grab the checkered 
flag. Test Drive 6 features more cars than ever, sporting 
many of the most popular vehicle licenses like Dodge, Aston 
Martin, Caterham, Audi, Toyota, Ford, Mclaren, Subaru, 
BMW, Panoz, Lotus, TVR, and Jaguar. It also features a 
redesigned Cop Chase mode that puts the player in the seat 


racing circuit. 
Whether you be in a sound-barrier breakin‘ sports car or 
goofing around with the sirens of a police car, you can 


Cari 


Y City courses are loaded with Y speed across 11 new tracks set in London, Paris, Egypt, 
vehicular obstacles. d Ba. Kong, England, Tahoe, Rome, Maui, Ireland, and the 


bean, completely assaulting them with your rubber 


and wager on races to gain even more funds to buy new 
parts. All the cars can be customized to any color you desire. 
| Test Drive’s racing is once again a fast and out-of-control 
| experience that not only pits the driver against fellow speed- 
sters, but also against oncoming traffic. You know the 
series, you know what it has to offer, but you've never seen 
it this good. 


aas REUS. sat 
Wager on races to win cash and 
buy hot new rides. 


As a cop, you can put an end to 
the illegal racing circuit. 


of a hog and asks that he or she put an end to the illegal 


tires. Test Drive 6 also allows players to customize vehicles 


"| absolutely love the 3D platforming 
elements of Spyro; | would even go as far 
as to say it is the best 3D platformer 
currently on the PlayStation. Spyro's 
game engine is super smooth with superb 
graphics and solid play control. But even 
with all this, the game is not without its 
problems. Spyro is still super-annoying. | 
love playing this game, but every time the 
character starts talking in that high- 
pitched, goofy voice, | feel like | want to rip 
my ears right off my head. Luckily, Spyro 
delivers addictive gameplay that puts it at 
the top of PlayStation action/platformers; 
but if Insomniac doesn’t do something 
about the cuteness factor soon, | may not 
be able to hold back my lunch in order to 
play the next installment. | say get rid of the 
measly little dragon and turn Spyro into a 
big vicious-looking mother.” 


“When most platformers mention a non- 
linear design, it just means that you have 
to go back to a level to get a key or 
something. Spyro 2 has been labeled non- 
linear, and it delivers. There are the 
requisite opening levels, but after that 
Spyro can go wherever he pleases. 
Whenever | learned a new trick, I'd recall a 
place | couldn't reach an hour ago and 
return to finish things up (or so | thought 
until | learned another new trick). The game 
Will be a bit on the cutesy side for some, 
but you can't help but be won over by the 
amazing variety of objectives. Of the few 
drawbacks this game has, the largest has 
to be its lack of difficulty. People with a few 
such games under their belts could 
probably finish Spyro 2 in about 12 hours, 
which is a shame because you'll want it to 
£o on and on." 


"Spyro's first adventure is a PlayStation 


masterpiece. With its unique design and 
incredible graphics, Insomniac Games 
proved that Spyro was a force to be 
reckoned with. In the sequel, Ripto's Rage, 
Insomniac has again sculpted a thrill ride 
of a game that breathes beautiful imagery 
and engrossing play. You'll also see that 
Spyro has grown, and his adventure is now 
less linear. At the same time, Spyro's 
adventure has transformed into less of a 
nerve-racking experience. Insomniac has 
really put the brakes on the difficulty in this 
sequel. Tie together the easier gameplay 
curve with the more playful characters, and 
it's clear as day that Spyro 2 is targeting a 
younger audience. It happened to Crash, 
now Spyro has been neutered. It's a fun 
£ame, but hopefully Insomniac raises the 
in the next chapter." 


Be Thy Dragon 
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8.5 sings the same song, developer Insomniac Games did its best to 
8.5 jumping across lava pits or tangling with a grizzly beast. 
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* Size: 1 CD-ROM 

* Style: 1-Player Action/Platform 

* Special Features: 29 Levels (With 4 
Speed/Flying Rounds); Minigames & 
Missions; Learn New Moves Like Swimming, 
Headbash, & Hover; Improved Boss Battles; 
Dual Shock & Analog Compatible 

* Replay Value: Moderate 

* Created by: Insomniac Games/Cerny 
Games for Sony Computer Entertainment 


With the rise to power of the high-end consoles, the e Available: Now for PlayStation 
action/platform genre has evolved into an entirely different 

entity that incorporates more exploration than it does action. TT 

Other than Naughty Dog's award-winning Crash Bandicoot Bottom Line: 9 J5 
series, almost every platformer out there has changed into 

more of an adventure than a spastic action game, Mario 64 

forces the player to find stars. Gex asks that the player find remotes. 
Even Donkey Kong asks that bananas be sniffed out. While Spyro 


ANDY 


Concept 


incorporate as much action into the mix as possible. With the sequel, 
Spyro 2: Riptos Rage, Insomniac has perfected the balance 
between the two genres. If you're not searching, then you're either 


Graphics 
9 
Sound 


Insomniac has also transformed Spyro's adventure into a more 
RPG-like epic. As you progress through the game, you'll inherit new 
abilities, cross paths with helpful allies, and even need to backtrack 
8.5 to certain levels to unlock a new secret or power. In the first game, 


8.75 ) the Dragons were the stars, and while Spyro-and Sparx are still the 


main characters in this saga, a host of new faces have been added 
OVERALL 


Playability 
9 


to help the duo. Whether it be Hunter the cheetah, Zoe the fairy, or 
the Professor, Spyro has good company with him on his adventure, 
and he'll need to interact with them throughout the entire quest. 
Along with these allies, every stage now features a theme and a dif- 
ferent race of beings who are in need of your help. All characters that 
talk to Spyro are brought to life through dubbed voices and wacky 
personalities. When Spyro solves their dilemmas, the natives will 
reward him well, and the player will receive a special mini-cutscene 
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From reflections to particle effects, 
Spyro 2 is a graphical knockout. 


Sound 
8.75 


Spyro has grown a tad, and his voice is deeper. The new powers 
he can learn will allow him to snort ice blasts, propel fireballs, hover 
in place, climb ladders, and even swim underwater. He'll also be 
asked to compete in a ton of minigames that range from roller-coast- 
er rides to parasailing behind a jet-ski. His first adventure seems 
more or less like a training exercise for this new adventure. If you 
enjoyed the first, and love the speedy purple blur just as much as we 
do, we're sure you'll find this new journey to be one of the most 
action-packed the PlayStation has to offer. 


8.75 


OVERALL 


REINER 


THE RAGING GAMER 


Concept 
9 


Graphics 


9.75 


Sound 
8.5 


Playability 
9 


Entertainment 


8.5 


OVERALL 


Í 
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Spyro and Sparx glide to a hidden 
stash of booty. | 
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Not everyone can solve the mysteries of Grandia. 
It'sa strange land where magic and technology coexist among the forces of corruption. 
A place where the dominating culture lives in peace and harmony while a 
sinister force works just below the surface to discover the dark secrets of an ancient civilization. 
In this world, an epic struggle shall be determined by a brave, smart and resourceful 
hero who must master dozens of spells. A hero who is outnumbered by several hundred to one. 


This is the world of Grandia —a mysterious, odd, strange yet beautiful planet 


that hangs in the balance between good and evil. 


www.playstation.com 


CONTENT RATED BY 


Grandia IM & ©1997, 1999 Game Arts/ESP CGI/LINKS, Inc. Character Design/Takuhito Kusanagi. All rights reserved. PlayStation and the PlayStation logos are G A ME ARTS 
registered trademarks of Sony Computer Entertainment Inc. 


* Size: 1 CD-ROM 

* Style: 1 to 4-Player Sports 

* Special Features: 12 Events; 12 
Countries; 3 Difficulties; Insane Button 
Mashing Action; Arcade & Challenge 


Shock Compatible 
* Replay Value: Moderately High 
* Created by: KCET for Konami 
* Available: December 7 for PlayStation 


Bottom Line: 
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Modes: TV Style Replays; Multi-Tap & Dual 


INTERNATIONAL 


TRACK 


A Ẹ ho has the fastest fingers in the world? Is it 

f Af little Benji Frake from Spain? Could it be 

Australias Jennifer Costa? Or is it Game 

Informer's slave Jay Fitzloff? Can ya smell it? It's that 

time of year again. Whether your fingertips be callused 

or not, Konami is bringing the videolympics back to 

PlayStation, and every skill and reflex will be put to the 

test and worked over like a piece of lumpy dough in 
International Track & Field 2000. 

It's been a while since we last saw this series, three years 
lo be exact, but we think you'll agree that the wait was well 
worth it. It not only gives us time to find the proper prescrip- 
tion to aid our achy arthritis, it also lets us compete in one last 
conglomeration of track-and-field chaos before the end of the 
century. If you win, you'll not only receive the gold medal, 
you'll also be crowned the Olympian of the millennium. 

This year, Konami has constructed 12 vigorous events for 
us to train and then compete in. Whether your strong suit is 
weightlifting, canoeing, or the 50m freestyle, the competition 
is going to be tough and the world record always just out of 
reach. Almost every event asks that buttons be alternately 
pressed at lightning speeds to determine the speed of your 
onscreen athlete. Some of the events, like the 1km time trial, 
ask that you jam on buttons until you break down and 
collapse on the floor and grip your hand or forearm in pain. 

From a graphical standpoint, Track & Field 2000 is the best 
looking of the series. The character animation is spectacular, 
and the detail embodies realism like nobody's business. 
Mortal Kombat is a competitive game, but if you want to real- 
ly stick it to your friend and bash heads in the most ferocious 
and heated battle since God confronted Satan, we suggest 
that you take it to the field in International Track & Field 2000. 


The Twel 


* 1km Time Trial 


> Events 


. A Hammer Throw 


: Sprint + Javelin Throw 
* Canoeing e Weightlifting 

. 100m * Springboard 

* Long Jump * 50m Freestyle 
* Pole Vault * Horse Vault 


. “Now here's a blast from the past. When 

International Track & Field 2000 first hit 

the office, | was as excited as a kid in a 

candy store. The die of LE on uh 
S. 


ANDY 


THE AME HOMBRE 


| enjoyment from p 

y close to the original with 

additions like canoeing and 

hile it is fun to relive the 
d .one- -player, the real fun of 

is game is in its multiplayer. If you can - 
et together four gluttons for punishment, 
. each e for a good case of carpel tun- 


g your 
way to fly, so unless yov’ re a video game 
party animal, this game is best played as 
a one night rental with some friends.” 


“It’s funny how what once was a gaming 
staple could be so easily forgotten during 
a short absence. | was unusually excited 
to play Track & Field 2000, probably 
because there hasn’t been anything like 
——— — —— this in a while. For the first hour or so, | 
Graphics ^ ^ was loving it. How long has it been since 

9 playing a game has made you sweat? 
Sound When was the last time you felt your upper 

7 m burn from frantic button jamming? 
—____________ After the nostalgia wore off, though, and | 
"Piyabily- learned the mechanics of all the events, 
T . disappointment began to set in. Why 
CEmrartammanr Konami couldn't pack in twice the events, 
Entertainment triple the countries, or even include a 
= . medal ceremony is a real mystery. 
Multiplayer rivalry, especially with four 
Pe make this edt veo but 


N. 
~ Concept 


t ombody me lasting appeal 

pirit of the Olympics. For a 

. game that should incorporate all of the 

- world's finest athletes, it only features 12 

countries...one of which is Canada! Also, 

as you compete, the game only tracks the 

stats for four teams, and doesn’t even pre- 

sent standings based on number of 

—____—_—_____ medals acquired. The events, which all 
Playa seem to leave your fingers blistered, are 
8 a blast to compete in. If you're having 
decree ed double sleeping or wish to have stronger 
Entertainment fingers, the biking event will push your fin- 
5.25 gers to the limit and will leave you breath- 

less afterwards. Up to four players can 
compete, and it is fun against a friend; but 
if you wish to play it just single-player, | 


OVERALL — — suggest renting it and leaving it at that.” 


Master of the Fakie 


“Given how much | loved Cool Boarders, | 
just can’t get psyched about this game. 
First of all, Tony Hawk is now the king of 
trick games, so right there CB4 loses points 
with me. Secondly, while CB4 is more real- 
istic than ever, | don't want realism — | want 
entertainment. | just don’t find this game 
fun anymore. | swear almost all the time is 
spent watching it load, and listening to that 
annoying song over and over. | will say the 
new Matrix-styled replay features are cool, 
the courses are well designed, and the con- 
trol of the boarder is solid as ever. Do | 
care? Not really. | despise the Boardercross 
mode and | don’t care about most of the 
others either. | do like the halfpipe and the 
slope style, but even these modes get a lit 
tle old. Fans of CB3 will be glad to get a new 
installment, but | couldn’t care less about 
this one anymore. Play Tony Hawk.” 


“On the PlayStation, there really aren't any 
other snowboarding games that have 
come close to topping this series. This 
year's version adds some real-life board- 
ers and has the return of the Trickmaster 
mode. The basic shell of the game is 
almost identical to the last game, but | do 
like the new trick controls. Even though 
the tricks are pretty easy to pull off, reach- 
ing the goals set in the Pro difficulty is a 
challenge. Graphically, the boarders now 
appear much larger, but | think switching 
to the wider camera view makes the game 
play and move a lot better. The new pow- 
der effects are also nicely done. This 
game is again the best cholce for snow- 
boarding games, but if you haven't played 
the other Cool Boarder games | recom- 
mend that you start there first." 


“Cool Boarders 3 was a runaway hit that 
sold better than anyone ever expected. 
The same success will probably happen 
with Cool Boarders 4. Idol Minds has once 
again tweaked the Cool Boarders formula 
to incorporate more user-friendly controls 
and a more dynamic presentation. The 
graphics have also received a new coat of 
paint. Joining knee-deep patches of fresh 
powder are larger character models and 
highly detailed terrains. Along with this, 
the instant replays feature Matrix-like cam- 
era panning and slow motion for the huge 
trick combos. All together, this is a decent 
sequel that will keep fans of the series 
entertained. As a casual fan, | expected a 
little more from this sequel. A Career 
mode and deeper character development 
would have been nice, but I really can't 
complain with what 989 has dished out." 
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Review 


EVERYONE 


* Size: 1 CD-ROM 
* Style: 1 or 2-Player Racing 
* Special Features: 15+ Professional 


Boarders; 5 Different Environments; 6 
Different Events; New Create-A-Player; Dual 
Shock & Analog Compatible 


e Replay Value: Moderate 


ut of the handful of na acquired and 
redesigne by 989 Studios, Cool Boarders 
is the series that ran into the least 
amount of turbulence; and for a change, the 
majority of gamers actually prefer the new game- 
play engine over UEP's original formula. As you 
now, the ongoing Twisted Metal adventures 
ave received mixed reviews, and the latest installment 
to the Jet Moto franchise is receiving a similar beating 
on retail shelves. Cool Boarders is also the first of these 


| licensees to hit second generation after being picked up 
. by 989 Studios. In 989’s second attempt, Cool Boarders 
4, gameplay has once again received a facelift; and just 


as with Cool Boarders 3, the changes are huge - 
changes that will either make or break the game. 

Right off the bat, you'll notice that 989 has laid down 
a considerable chunk of change to sign over 15 profes- 
sional boarders and a handful of board licenses ranging 
from Burton to Santa Cruz. You'll also notice that Idol 
Minds has changed the look of the game to incorporate 
larger character models and more detailed terrains. 
Cool Boarders 4 features five different environments 
spread across Vermont, France, Colorado, Japan, and 
Alaska. These hills are all designed with huge air and seri- 
ous carving in mind. A new feature to the Cool Boarders 
series is the inclusion of fresh powder, and oh mama, is 
it a great feeling to thrash through undisturbed snow. 
For the hardcore boarders out there who would rather 
control themselves than a snotty pro, a Create-A-Player 
feature is now available for role-playing. 

Just like its last installment, Cool Boarders 4 features 
a ton of different events pieced together into a difficult 
Tournament mode. These events range from straight up 
downhill races to trick-heavy halfpipe competitions. Cool 
Boarders is home to a nice trick system that allows play- 
ers to combo a plethora of different spins, grabs, and 
flips. For those of you who struggled with combos in Cool 
Boarders 3, we're happy to report that the trick system 
in Cool Boarders 4 is much more user-friendly and not 
nearly as frustrating. Performing well still requires a fair 
amount of skill, but as a whole, you'll be much more suc- 
cessful with Cool Boarders 4 than you were with any 
other Cool Boarders title. 


2 an pd your opponents in the face; 
ud get under your scarf, dont 


* Created by: Idol Minds for 989 Studios 
* Available: Now for PlayStation 


Get your 
ice cold 
freshies in 
untouched 


Carve your way through 
* six different events set 
| infive different 
» environments. 


You can customize your very own lean, - 
mean, boardin’ machine. 


DIFFELITY TOTAL 


halfpipe 


events. 


59 


Game Informer e December '99 


oN 


? TEEN 
; ANIMATED VIOLENCE 


DU [porev MILD LANGUAGE 
SUGGESTIVE THEMES 

WEN quM DIC com SURROUND Visit www.esrb.org or call 1-800-771-3772 

Published by Square Electronic Arts L.L.C. for rating information 


© 1999 Square Co., Ltd. All rights reserved. FINAL FANTASY, SQUARESOFT, and the SQUARE SOFT logos are registered trademarks of Square Co., Ltd. 
U.S. Patent No. 5390937, 5649862. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Dolby and the 
double-D symbol are trademarks of Dolby Laboratories. The ratings icon is a trademark of the Interactive Digital Software Association. 


PlayStation 


Preview 


* Size: 1 CD-ROM 

* Style: 1 or 2-Player Racing 

* Special Features: 500 Cars Including Sports, 
High Performance. Street, Muscle, & Rally; 
20 Tracks Including Street, Off-Road, & Drag 
Racing; More Upgrades; Improved Graphics; 
Non-Cosmetic Car Damage 

* Created by: Polyphony Digital for Sony 
Computer Entertainment, Inc. 

* Available: December 14 for PlayStation 


85% Complete 


Even now, with its first sequel around the corner, the 
rest of the industry is still scrambling to catch up with the 
remarkable Gran Turismo, a game that blew the doors off of 
a genre that seemed like it could be taken no further. GT 
offered such an amazing wealth of options, upgrades, vehicles, 
and racing concepts that it has no real competition to this day. 
If you've never played the first GT, skip it. Gran Turismo 2 is 
the game you want. The physics and gameplay are generally 
the same, because Polyphony did the smart thing and focused 
on what sold the original game; more options than you'll know 
what to do with. There are now 500 cars instead of 160, plus 
a much wider range of companies, types of vehicles, tracks, 
and upgrades. 
To add a more varied driving experience, Polyphony has 
added muscle cars and off-road vehicles to the game. Tracks 
have also been diversified with dirt roads and drag strips. The 
tracks of international renown in this installment include the Roma Circuit, 


laying 
GT2 is going back to your regular car. 


The game runs as fast as always. Lais 


The 36 Companies 


Tahiti Road, Laguna Seca, Seattle Circuit, and the daunting Pike's Peaks 
of GT2 pid. er sae i 

International Hill Climb, an insane race that requires specialized vehicles to 
Alfa Romeo drive up a winding dirt trail in a constant power slide. 
n Martin GT 2 will also feature a number of licenses for the upgrade parts them- 
AN, selves including Alpine, Bridgestone, 
Chevrolet mes Quaker State, and elf. Sony is being 
Chrysler 1/1 6th pretty tight-lipped about it for now, ISMO 
Citroen but this does lead us to speculate ee - 
Daihatsu whether players will now have the Gent E iod man us 
Dodge option of choosing between a wide Ls Miss ilies iid 
Fiat variety of different manufacturers for 3 
Ford parts rather than choosing between 
Honda generic levels of quality. 
dene As for those driving tests that 
Lister some hated, some loved, and some 
Lotus GRAN TURISM hated to love; there are now 60 of 
Mazda The Cooper Mini pac them. That's 44 more than in the pre- 

power into a small box. . 
Mercedes-Benz vious game. Will GT 2 be 
Mercury challenging? The Game . : 
MG Informer magic eightball = 4 69 
Mini : Says, "You can bet your cs Mee í kag 
Mitsubishi biscuits on it.” The look an P nea kg cds 
hay and physics may not have a 
been drastically improved, 
Peugeot but GT 2 may end up | 
Plymouth 
Renault being the last racing game n 
you'll want or need for a i 
RUF j "5 
Shelby long time to come. 1 
Subaru j 
Tommy Kaira $ 
Toyota i ! 
R 

TVR GRAN TURISMO 2 ni 
Vector 
Venturi Night driving is always pretty. ny didi" 
Volkswagen ; It's like Driver without the funk 
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PlayStation 


Preview 


* Size: 1 CD-ROM 

* Style: 1 or 2-Player Fighting 

* Special Features: Backstage Fighting; 
Backstage Commentary & Discussions 
Between Wrestlers; Wrestler Create & 
Edit; Size-Scaled Characters; Over 30 
WWF Superstars 

* Created by: Yuke's for THQ 

* Available: March for PlayStation 


65% Complete 


Taking Your PlayStation, Turning It Sideways, and... 


aster than Jeff Jarrett can jump leagues, THQ is preparing for wrestling video game domi- 
nance by covering all the console bases. Smackdown will be its first WWF-based PlayStation 
title, and is poised to revolutionize the genre once again. 

The wrestlers are all WWF talent, but beneath Smackdown's gameplay surface hides a tweaked 
version of one of Japan's most popular wrestling games, Toukon Retsuden. The fundamentals of the 
engine have been retained — character animations smoother than Jericho's mike skills and wrestling 
moves so fluid that the Hardy Boyz get jealous. Naturally, Yuke's will also add wrestler entrances, 
pyros, and music to give that wrestling feel. With these features, Smackdown sounds like an excit- 
ing title. THQ, however, isn't happy with just exciting. Like 
the Rock n' Sock Connection, it likes to break things up. 

All the wrestlers, including those made with the Wrestler- 
Create feature, will be size scaled. Thus, super heavy- 
weights like Hardcore Holly will be visibly taller than mid- 
carders such as X-Pac. As in Mayhem, running back to the 
entryway takes the fight backstage. Depending on the door- 
way you choose in the back hallway, the match could con- 
tinue in a parking lot or the boiler room. 

Interestingly, Smackdown's most innovative feature does- 
n't involve wrestling. To make the game more like watching 
a televised event, wrestlers will discuss their plans and do 
interviews behind the scenes. For example, if you chose to 
have D'Lo Brown face the Undertaker, you might see D'Lo 
entering the ring, with the camera quickly cutting to a back 
room where Undertaker shares a few words with Paul Bearer 
about their plans. The Undertaker comes to the ring, but 
halfway through the bout, Paul interferes exactly as they had 
discussed. Of course, with the backstage fighting, 
Undertaker may just jump you before you even get to the 
ring. Or if he really wanted to be nasty, he could go off on a 
twenty minute diatribe and put you to sleep. 


ici 't been 
the official roster hasn 
the following wrestlers 
t an early showing of 


Ithough 

announced, 

were seen in action a 
WWF Smackdown. 

| Bradshaw 


The Rock l d 
tin Jeff Haray 
Stone Cold Steve Austi Matt Hardy 


ig EAS RI s m 
Buda Hardcore Holly 
deas Ee nd 

Paul Bearer ue 
He Tori 


XPac D'Lo Brown 
Vince McMahon Jeff Jarrett 


Shane McMahon Ken Shamrock 
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PlayStation 


Preview 


* Size: 1 CD-ROM 

* Style: 1-Player Action 

* Special Features: Combines Platforming 
& Martial Arts; Multiple Weapons; 
Interactive Environments; Motion-Capture 
& Voice-Overs Done by Jackie Chan 

* Created by: Radical Entertainment 
for Midway 

* Available: First Quarter 2000 
for PlayStation 


80% Complete 


He's Got the 
Kung-Fu Grip 


It took Jackie Chan over 20 years to 
finally achieve mainstream success as an 
action star in the United States. Overcoming 
unspoken bias and less-than-superb English 
skills, Chan has relied on amazing physical 
grace, a sly sense of humor, and his consider- 

m able charisma to become a huge box office 
draw. If macho mutton-heads like Bruce Willis 
and Nicholas Cage are the captains of the 
football team at Action Flick High, Chan has 
carved out a niche as the cool foreign 
exchange student. 

Midway's Jackie Chan's Stuntmaster 
seeks to translate the Chan aura into a game 
that combines traditional platforming ele- 

| ments with martial arts fighting. The combat 

J doesn't rely on complex combos; it's more of 
a brawler than a fighter. Just like in his 
movies, Jackie uses a wide variety of objects 
in his environment, like stools and trash can 
lids, as weapons. For old-school Chan fans, he 
even has a couple of Drunken Master moves 
in his repertoire and wears his Drunken 
Master 2 outfit on one level. To add to the 
realism, Chan himself did motion-capture 
and voice acting for the developers. No 
word yet as to whether Chris Tucker is a 
hidden character. 


$0 24 695 
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PlayStation 


Preview 


* Size: 1 CD-ROM 

* Style: 1-Player Action/Platform 

* Special Features: Fully 3D Environment; 
New Weapons; New Character Moves; 
RPG Elements; Side Quests & Secret 
Paths; Tomba’s Funky Hairdo 

* Created by: Whoopee Camp for SCEA 

¢ Available: January 18 for PlayStation 


75% Complete 


Squeal Like a Pig! 


E. T NE cues pt p eo. 
em helEvil;Swine} Return 


The days of swine and roses have returned. 


stench of bacon assaults our olfactory 
glands. Only Tomba, the renegade platform 
star, can save us. Developed by the lunatic 
Whoopee Camp team, which features some 
30 Capcom expatriates responsible for such 
MI classic titles as Resident Evil and Ghouls ‘N 
| Ghosts, Tomba 2: The Evil Swine Return 
' serves gamers a healthy portion of the other 

"| white meat. 

The original Tomba garnered a sizable 
| cult following, and the sequel, which looked 
| very impressive at E3, should be one of 
| the most anticipated platformers of 2000. 
Tomba's magical mane remains unchanged, 

~ | but he does have a few new moves, like dash 
;'! and gliding, as well as some new weapons, 
| including a boomerang. 

The game’s rather generic plot, which 
involves the Big T’s quest to save his kid- 

. "1 napped girlfriend, promises to season the tra- 
=) ditional platforming porridge with RPG ele- 
m ments like side quests and exploration. 
| Tomba 2 will also mark our hero's debut in a 
#24 fully three-dimensional environment. Come 
1 | January, platform fanatics should root out this 

& game like a tasty truffle. 
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* Size: 1 CD-ROM 

* Style: 1 to 4-Player Racing 

* Special Features: Excellent Track Editor; 
16 Selectable Cars Plus 10 Unlockable 
Vehicles; 80 Courses in 12 Countries; 
Visible Car Damage; Varying Weather 
Conditions; Dual Shock & Analog 
Compatible 

* Created by: Infogrames for Electronic Arts 

* Available: Now for PlayStation 


85% Complete 


The world may never know why Americans 
have such unusual racing preferences, and a 


| lot of Americans will never know what they're 
missing in this game when they pass it up for 


yet another clunky, “hardcore” or “extreme” 
off-roadin’ game. Despite the fun of simulat- 
ing the experience of running a yuppie wagon 
through rough terrain at a smoking 35 mph, 
we have to hand it to the rest of the interna- 
tional community for coming up with a more 
rapid and thrilling on and off-road experience. 

While we can’t say enough about how bad 


| the original game was, V-Rally 2 returns with 


an entirely rebuilt engine and features a 
wealth of options that should be standard in 
every racer. The game features visible car 
damage, a wide variety of weather and light 
level conditions, 26 total cars, and several 
racing modes. The game is definitely looking 
good, and the physics are a lot more realistic 
than they were in the last offering. 

The one option we can't get enough of is 
the game's excellent. track editor. Players 
can set the nationality of their track for road 


B conditions and background graphics, and 
" then create a more twisted and impossible 


QUERN eae ds 
| weis esee 


driving experience than any hallucinating 
Athenian road planner could imagine. If you're 
into Rally or racing games in general, keep an 
eye out for this game and our review of it in 
an upcoming issue. 
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Andy, The Game Hombre 

“I hate the name of this game, but the 
Arcade Party Pak packs a.wallop. Not 
only is Smash TV an awesome game 
that makes this package worth every 
cent, but you also get Toobin', Super 
Sprint, & 720° (Klax and Rampage 
don't suck either). Great collection." 
Jay, The Gonzo Gamer 

"Most of these classic arcade collec- 
tions end. up being so-so, but 
Midway's Arcade Party Pak is above 
par by virtue of the great games on it. 
720°, Smash TV, and Super. Sprint 
were enough to get me playing. 
Anyone with a soft spot for vids of the 
late '80s should check this out." 
Reiner, The Raging Gamer 

“lve always been a fan of the classic 
collections, and while |’m not entirely 
fond of Toobin' or Klax, it's great to 
play arcade-perfect ports of Smash TV 
(complete with dual analog. support) 
and Super Sprint. Hopefully, this. sec- 
ond. generation of ports brings about 
more...possibly NES collections." 


* Size: 1 CD-ROM 

* Style: 1 to 3-Player 
Action/Racing/Shooter/Puzzle 

* Special Features: 6 Classic Arcade 
Ports; FMV History for Each Game; High 
Score Saves; Analog Compatible 

* Replay Value: High 

* Created by: Digital Eclipse/Atari Games 
for Midway Home Entertainment 

* Available: Now for PlayStation 


JAY REINER 
Concept: : 8 
Graphics: 6.75 
Sound: 7 
Playability: 
Entertainment: 


Overall: 


With its relics exhausted and already 
released in collection form, Midway Home 
Entertainment has turned to its second 
generation of arcade software to create 
the first volume of the Arcade Party Pak 
series. It seems like only yesterday when 


| games like 720° and Super Sprint were 
| munching away at weekly allowances and 
] house mortgages, yet here they are again, 


back from retirement and old as all heck. 
Midway's Arcade Party Pak features 
perfect ports of the stand-up versions of 
Super Sprint, Smash TV, Rampage, Klax, 
720°, and Toobin’. Midway has also includ- 
ed FMV interviews with developers of the 
game to shed some light on the history of 
these classics. We're sure you always 


| wanted to know how Klax came to fruition. 


Now you'll also know why. 

What else can you expect from this 
package? Not a heck of a lot, except for 
hours of endless joy produced by these 
choice games from yesteryear. The blood 
will fly when you grab hold of the dual ana- 
log action of Smash TV, and the ramps will 
sear from the fiery blaze left from your red 
hot skating in 720°. Good times...good 
times. 
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* Size: 1 GD-ROM 

* Style: 1 or 2-Player Racing 

* Special Features: Old-School Cool 
Boarders Controls; Different Terrains; 
Complex Course Designs With Huge Air & 
Multiple Routes; Halfpipe; Tons of Tricks 

* Replay Value: Moderately High 

* Created by: UEP Systems for Sega 

* Available: Now for Dreamcast 


The-innovator of downhill shreddin" has returned to the 
slopes to entertain gamers with another dose of high caliber 
boardin’ excitement. UEP Systems, the mastermind behind 
the Cool Boarders series, is bringing the long-awaited sequel 
to Sega's new frontier of gaming. With a game this cool, Sega 

fumbled before giving it a permanent title that truly fit the bill. In 

Japan, it ripped up the charts under the guise Cool Boarder Burrrn. 

Since 989 Studios has this name and license tied up in America, Sega 

was forced to create anew ultra rad title. At E3, Cool Boarders Burrrn 

was unveiled to North America with the most straightforward name of 
all; Snowboarding. Since this name was-completely stupid, it was 
quickly changed to the somewhat stylish, yet. Mentos-like, name of 

Freshtracks. As expected, this name was soon flushed down the toilet, 

and Sega finally agreed that this game sounds ultra-cool-and feels 

wholly-rad with the crazy double-R action in the name Rippin’ Riders. 

Rather than develop a new:gameplay engine for the new breed of 

-console machines, UEP Systems has taken the safe route and reused 

-its original engine for this unexpected Dreamcast sequel. Of course, this 

engine has been tweaked to deliver faster gameplay, improved effects 

and background detail, plus a few new features that launch the already 
invigorating.gameplay formula to uncharted new heights. Rippin Riders 
gameplay is more or less the same bag of tricks that gamers tore into 
on the PlayStation. The longer you hold the jump button and direction, 

-the more air and spin you get. Tricks are once again delivered through 

directional presses in combination with the B button. 

— One of the most noticeable improvements to the series is the detail 

in the track designs. All the courses look simply gorgeous, sporting 

realism in-both lighting and texture. details. The courses-are also 
developed to be more challenging. There are plenty of tight turns, tons 
of areas to catch huge air, and a few secret shortcuts hidden out of 

Bi sight. The goal of the-game is to carve the entire-hill before time 

expires. While this might sound like a cakewalk, nothing could be 

further from the truth. This.is.a tough game that demands the player 
be perfect in his or her runs, otherwise, victory (and new courses) 
cannot-be attained. 

ifthe downhill events are just too-stressíul.-you-can always take 

Out your-aggression on the-halfpipe. Or if you have a friend at your 

disposal, hit the slopes in the option heavy two-player mode. Sony 

benefited greatly from. UEP's snowboarding series, now. the ball is in 

Sega's court; and if history repeats itself, this will. be a powerful 

franchise that will greatly aid Sega 


Bottom Line: 
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Rippin’ Riders pushes the player to 
slalom the slippery slopes before 
time expires. 
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The cave is dark and mysterious. 
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"Since Rippin' Riders was developed by 
UEP systems, it is eerily similar to the first 
incarnation of Cool Boarders for the PS-X. 
Unfortunately, while that series has moved 
forward, Rippin’ Riders is outdated before 
it even hits the shelves as it has fewer 
moves and even less precise control. On 
the positive side, the graphics in this game 
are great and the levels are huge. Which is 
a big bonus since there are plenty of 
alternate paths to take. | also found the 
game to be pretty challenging. But the 
voice-overs are terribly annoying with that 
same stupid surfer dude giving out the one- 
liners. | like this game for a number of 
reasons, but they aren't enough to stand 
up against its downfalls. | expected more 
from the title, and | don’t think this game 
got the treatment it deserved. Rippin’ 
Riders could have been good, but instead 
it’s just mediocre.” 


“Before you spend any time with this game 
(which | think you should), you have to do 
one thing in the Options menu — go to the 
Juke Box Screen and turn the sound 
effects all the way down. The announcer is 
just horrid. So much so, that if you couldn't 
turn him off, | would have given the sound 
a negative score. Enough of the griping, 
this is finally the continuation of UEP's 
fantastic Cool Boarders 1 & 2. The control 
is great and almost identical to the older 
games. | can’t say that the graphics are all 
that impressive, and | do find some 
aspects of the course design to be too 
over the top. Otherwise, this is a fun ride. 
It's good to bust the old mistee 540s 
again. If you remember the greatness of 
UEP’s past work, | think you should give 
this a look.” 


“Rippin’ Riders holds about as much 
entertainment as someone ripping a fart 
during class. It's somewhat amusing at 
first, but the thrills end quickly, and the 
aftertaste is just sick. | admire UEP’s work 
on the Cool Boarders series, and while 
Rippin’ Riders embodies the same 
gameplay, the formula that worked so 
well in the past is now severely outdated. 
Rippin’ Riders controls are as grotesque 
as can be and entirely unfriendly to the 
user. Along with lackluster play comes a 
heap of additional wretchedness. The 
character designs are too hip for humans. 
The announcer is quite possibly the most 
annoying video game personality of all- 
time. The frontend is desolate, lacking 
modes and options. Then, at the tip of the 
crapberg, the course designs just plain 
suck. Need | say more?” 


sega.com |||] 
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IVERSON LEARNS FROM YOUR MISTAKES. 


APPARENTLY, THAT'S A FULL TIME JOB. ~ 
Sega© Dreamcast. So SEGA SPORTS" 


>//07. 


IT'S THINKING ns \ NBA 2K 


— Twenty-nine teams throw down in 28 arenas with 1300 motion-captured moves, 
actual NBA coaches' playbooks and jawdropping action down to hand signals. 
tattoos and sneaker squeaks. Microwaves don't get this hot, son. | 


- Dreamcast - 


i 
m 
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* Size: 1 GD-ROM 

e Style: 1-Player Role-Playing Game 

* Special Features: Randomized Dungeons; 
5 Playable Characters; User Controlled 
Camera Rotation; Upgradeable Cyframe 
Parts; Learn New Skills & Spells; VMU & 
Jump Pack Compatible 

e Replay Value: Low 

e Created by: ESP/Sting for Ubi Soft 

e Available: December for Dreamcast 


Bottom Line: 


launch is a diverse showing of quality software. As 

it stands now, just moments before the new millen- 

nium, Sega has been firing direct hits in this category, and 

its third-party support has been just as impressive, The 
Dreamcast is already touted as ‘the’ sports machine, and it 

has also delivered a wide assortment of software falling 

into the fighting, racing, and even simulation genres. To; «his day, 
. the Nintendo 64 only has one full fledged role-playing game in its 
64-bit realm. With the release of Ubi Soft's title, Evolution, the, 


O ne of the most important factors in a new system 


PlayStation’s vast array, of role-playing hits for quite some time, 


completely accommodated on the Dreamcast frontier. 

Evolution is just the first of many RPGs to harness the power of 
this high-end console. In the not so distant future, pen and paper 
dice shakers can look forward to Heroes of Might & Magic Ill, 
Baldur's Gate, Time Stalker (formerly Climax Landers), Phantasy 
Star Online, Eternal Arcadia, Grandia 2, and even Evolution 2. 
That's right — it hasn't even been released here, yet a-sequel-to 
Evolution is already in development. As a matter of fact, it already 
appeared at this year's Tokyo Game Show. Evolution's developer, 
Sting, has proven to be a workhorse of a company that loves 
the- characters and universe it has created for the Evolution 
series, and it plans to churn out as many titles i in this evolving saga 
as possible. 

The first adventure, which will arrive in late December, places the 
player in the shoes of a young adventurer named Mag Launcher. 
He’s a young adolescent, but Mag is also talented and one of the 


mechanical weapon, and also with the help of'his spelunking 
buddies, Mag can defeat any adversary and navigate any dungeon 


epic tale expands you'll learn interesting tidbits about the heroes, 
. you'll be thrust into a sinister plot, and you'll find out a little about 
Mag’s adventurous, yet mysterious, father. . 


Town exploration takes place through an.isometric view with the 
user controlling the swing of the camera. Villagers are always will- 
ing to talk; and the combat is turn-based with the only uniqueness 
being Cyframe special attacks which take the place of magic. Mag's 
Cyframe can be upgraded tó support new parts (i.e. new spells), 
and the other characters also learn new abilities as experience is 
accumulated. While it hasn't been done before successfully, 
Evolution also makes use of randomized dungeons. 

Its look is divine, 
and its story is just 
as finely crafted. 
Evolution may just be 
Hi the first, but it may 
: (4 also become a classic 

d Dreamcast RPG, and 
*!| another reason why 
the Dreamcast will 
be around for years 


cor 


Bie Vou talking about? 
“ARG you EAE 


Dreaincast now has one of its own. While the Dreamcast won't top : 


Sega is making every effort to ensure that fans of this genre are l 


few people in the land capable of using a Cyframe arm. With this - 


he sees fit. Story plays a large role in this adventure, and as this ` 


Entertainment 
Evolution's gameplay structure is standard fare for this genre: : 


THE FIRST DREA MCAST RPG 


“Evolution is a dungeon crawler in every 
AN DY sense of the word. Even though the dun- 


THE GAME HOMBRE geons are randomly created, it really does- 


n't make a difference as you must wander 
VM through the same halls over and over 
again, fighting enemies and opening trea- 


Graphics sures boxes. To its credit, there are some 


7 spectacular spells that you get in time, 
the battle system is pretty good, and the 

Sound graphics (as you would expect) are impres- 
6.75 sive for this genre. But in the end, 


Playability Evolution is a repetitive game that tries 


your will to live with its endless sea of 
like tunnels and rooms. Which in the end, 


Entertainment makes this game tough to like. A better 


: story could have helped, but this tale of a 
young boy trying to become an adventurer 
is as tired as Clinton jokes. Hardcore RPG 
fans may want to give it a whirl, but all oth- 

OVERALL ers should beware. 


“Evolution would be a pretty good title on 
JAY any other system, but is a bit of a disap- 


THE GONZO GAMER — pointment on the Dreamcast. | really liked 


Concept the battle interface, but it couldn't save 
7 this game from the two major flaws that 
continually bothered me while | played. 


oe First, the graphics are good, but hardly 


spectacular. Second, and much more 


Sound importantly, the storyline and plot mech- 


15 anisms used are the same rehashes that 
: RPGs have been feeding us since the 


Playability NES. | expect at least a little innovation 
8 


when | play a Dreamcast game. Still, 
Evolution will stand tall as the only of its 
kind on Dreamcast for a while, and cer- 
7 tainly could have been much worse. Role- 


playing game fans will most likely find it an 
adequate romp, but | can’t recommend a 
rental test-run enough.” 

OVERALL 


“As one of the largest role-playing geeks in 
REINER the land, | nearly soiled myself in anticipa- 


THE RAGING GAMER tion of the Dreamcast's first RPG. Just the 


Concept thought of high-res graphics and more 
6.25 polygonal power sent my brain cells into 
: overdrive. Ubi Soft was the first and most 


Graphics unlikely developer to answer my craving. 
8.75 While Evolution sports sharp graphics, its 


Sound design is a heartbreaking concoction of 
1.15 plain-Jane dungeon designs and uninterest- 
: ing combat. The idea of random dungeons 


Playability is a noble proposition, but it definitely 


7.25 took a bite out of the realism and artistry. 
=o Every dungeon is designed with 90° angles 
Entertainment in mind, and the textures within these 
7.75 boring mazes are repeated frequently. As 


for the combat, imagine the sound of nails 
on a chalkboard. Ugh! It’s evil! | like 
the characters and story, but the rest is 


OVERALL disappointing. Check it out...but be wary." 


FuncoLand 


Bring Home The Fun’ 


Expected November 23, 1999 


Reserve Your 


nm 
Expansion Pack Copy Today!!! 
Included (See store for details on 
Banana Club Membership) 


Now Available 


EE 
n Player’s Choice 
ons | » ) / — JW Now Available | 


Donkey 
Kong 
Player's 
Guide 


Now Available 


Your Choice 


Pokémon Red, 
Blue, Yellow 


Now Available 


Visit us € www.funcoland.com 


Limit one per customer. Quantities are limited. Quantities and product selection vary by store. Prices and offers expire December 31, 1999. Manufacturer reserves the right to delay game title at 
their discretion. Nintendo 64, “N” logo, Game Boy, Pokemon and Nintendo are registered trademarks of Nintendo of America. © 1999 Funco, Inc. FuncoLand is a registered trademark of Funco, 
Inc. All rights reserved. 


Preview 


* Size: 4 GD-ROMs 

* Style: 1-Player Action/Adventure 

* Special Features: Well-Dressed Business 
Woman With Guns; Survival Horror in 


Canada (Eek!); Snowmobile Rides; Gun 
Game-Style Action; Lots of Snow; Lots of 
Gore; 3 Gameplay Modes (Interior, Field, 
& Combat) 

* Created by: WARP for Sega 

* Available: Summer 2000 for Dreamcast 


45% Complete 


Snow, Mutant 


othing could be more horrifying 

than the idea of snow right now. In D2, wintery blan- 

kets of desolation, stopped cars, drunken snowmo- 
bilers, SUV drivers with hubris, and howling 80 degrees 
below zero wind-chill blasts are major themes. Of course, 
there are also mutant freak monsters roaming about, 
killing people and turn- 
ing them into like-mind- 
ed mutant freak mon- 
sters, but we've all seen 
that before. Such horror 
pales in the’ face 
of a Minnesota winter, 
much less a Canadian 
one. 

The game's main char- 
acter, Laura Parton (fortunately tastefully endowed), is in a 
bit of a pickle as her plane has crashed, she's wearing 
only a business suit, she's in the Canadian boondocks, 
and she has no idea why these creatures are roaming the 
landscape. At the beginning of the game, 
she wakes up in a log cabin where she has 
been rescued from the plane crash by her 
new friend and partner in survival, 
Kimberly. Together they meet a number of 
survivors, psychopaths, and the monsters 
themselves in their quest for survival. 
The game's head developer, Kenji Eno, is 


It's a trap. Get an axe. 


Ahhhh!!! Snow! 


This stewardess is tired of 
handing out extra peanuts. 


Hunt for your food. 


Freaks, and Canada: 
The True face of 


Horror 


ething of an 
games has always been on attempting to innovate 
gameplay and to concentrate on more artistic themes. In 
D2, his goal appears to be adding a new element to 
survival horror games akin to Resident Evil. It’s not just the 
monsters you have to battle, but the environment itself. 
In order to survive, Laura 
must hunt for food and 
navigate through treach- 
erous wintery environ- 
ments on foot and even- 
tually on a snowmobile. 

There are essentially 
three gameplay modes 
in D2. When viewing the 
interior of buildings, like 
the log cabin you start out in, Laura’s perspective 
changes to first-person. Outdoors, you view Laura from a 
third-person perspective. When faced with a combat situ- 
ation, the game appears to take on a first-person gun 
game-style perspective in which 
Laura's aim must be quick and true. 
Kenji’s experiments with gameplay 
have often been interesting, but also 
somewhat painful. We hope he focuses 
on ease of play as much as art this 
time around. 


Sigh... They never listen. 


| Ugh! More snow. Ee 
35 


Hey, that's not a Mountie. 


KNY QUESTIONS? 


Dust and dirt can damage your game system. The result? Poor picture quality, fuzzy sound and slow or 
“buggy” game play. Cleaning your system and games regularly will maintain high quality gaming and ensure 
a longer product life. Player’s Edge cleaning kits will keep you and your system in the game. 


AOHITIOS SANTO 


Game maintenance products available from Player’s Edge: 


Cleaning Kits for: NINTENDO? 64 e SUPER NINTENDO? * NINTENDO? « SEGA" GENESIS" 
* GAME BOY? « GAME GEAR" * MULTIMEDIA & GAME CDs 


Available at FuncoLand 


PLAYERS 
© 1997 Player's Edge. Player's Edge is a trademark of InterAct Accessories, Inc. InterAct Accessories is a trademark of STD Manufacturing LTD. [ 1 a) -— 
Wipeout, Wipeout XL and Psygnosis are trademarks of Psygnosis. © 1996 Psygnosis Ltd. Nintendo 64, Super Nintendo, Nintendo and Game Boy = Æ | 


are trademarks of Nintendo of America, Inc. Sega Genesis and Game Gear are trademarks of Sega Enterprises Ltd. 


Andy, The Game Hombre 


"The graphical’ power of the 
Dreamcast definitely helps this game, 
but it doesn’t change it. Showtime is 
still NBA Jam, and for that reason | 
just can't get excited about a six-year- 
old game in a shiny, new wrapper." 
Paul, The Game Professor 
"After seeing the great job Midway did 
with Blitz on DC, I was a little let down 
with Showtime. It doesn't seem to be 
as quick or responsive as the arcade 
(or N64) version. Skip this one." 
Reiner, The Raging Gamer 
"NBA Showtime is NBA Jam revisited 
and retooled, Its gameplay is lightning 
fast and addictive as ever. The 
Dreamcast version is the best of the 
bunch and is. as arcade perfect as can 
be. | dig it, but it would have been nice 
to see deeper play rather than just an 
Arcade mode." 


* Size: 1 GD-ROM 

* Style: 1 to 4-Player Sports 

* Special Features: Create-A-Player; Combo 
Dunk; Stat Tracking; All NBA Teams With 
Up-To-Date Rosters; All 29 NBA Arenas; 


Trivia Mode; VMU & Jump Pack 
Compatible 
* Replay Value: Moderate 
* Created by: Midway Home Entertainment 
* Available: Now for Dreamcast 


7.25 


PAUL | REINER 
Concept: 4 6 7 
Graphics: 8.5 8 9. 
Sound: 8 8 7 
Playability: 8 6 7.5 
Entertainment: 7 5 8.5 
Overall: 1.25 6 


"a 


While many game genres, RPGs for 
instance, encourage fanatic players to 


| retreat into an existence of monkish isola- 


tion, there has always been a place in the 
gaming pantheon for what is commonly 
referred to as the party game. Played in 


| groups, these games soon strip away our 
i facade of civility to reveal the savage 


nature of human competition. — . 

Played among friends, NBA Showtime 
defines the strengths of the party game. 
Many bags of Doritos will be spilled, many 
cans of Mountain Dew guzzled, and many 
syllables of trash talked as gamers across 
the land perform outrageous dunks and 
commit flagrant fouls. Like its ancestor, 
NBA Jam, Showtime focuses on the over- 
the-top action that has become the hall- 
mark of Midway sports games. 

Showtime really doesn't offer much in 
the way of innovation. The gameplay will be 
familiar to anyone who's played NBA Jam, 
and there remain some problems on the 
defensive side of the ball. However, running 
at a smooth 60 frames per second, this 
game has never looked better. Also, the 
Create-A-Player feature, which allows you 
to create mutant man-beasts using the 
heads of mascots, is extremely well done. 
While the single-player game may fail to 
hold your interest, multiplayer is sure to 
inspire shouts of, “Tally Ho!” 


‘ance oon 
UAPA OO 


Andy, The Game Hombre 
“Last time | checked, there wasn’t a 
man alive who would take a superbike 
260 on a beach, but that’s what | like 
about Suzuki Alstare - it doesn’t try to 
be realistic. This game's tracks rock, 
and the music gets your adrenaline 
pumping. This is the best racing game 
yet on Dreamcast. It’s fun, and | could 
play two-player for a long time.” 

Jay, The Gonzo Gamer 

“There are only six bikes, no 
upgrades, the physics are flat-out 
wrong, and the game really doesn’t 
look that great for a Dreamcast title. 
So why would you want to play Suzuki 
Alstare? After a few hours. of play, 
you'll be wondering the same thing.” 
Reiner, The Raging Gamer 

“For a game that is lacking in so many 
ways, Suzuki is actually a semi-decent 
racer that delivers incredible speeds 
and excellent track designs. The mul- 
tiplayer mode is also quite amusing. 
The lack of options and bikes. will 
more than likely steer you away from a 
purchase, but don't be afraid to rent it 
for a night or two." 


* Size: 1 GD-ROM 

* Style: 1 or 2-Player Racing 

* Special Features: 3 Different Team Colors; 
Begin Game With 1 Bike & Unlock 5 More; 
Modify Bike Performance for Power, Steering, 
or Braking; Analog Steering & Braking 

* Replay Value: Low 

* Created by: Criterion Studios for Ubi Soft 

* Available: Now for Dreamcast 


Bottom Line: 


ANDY | JAY | REINER 
Concept: 7.5 3 | 5.5 
Graphics: 8.75 8 | 8.25 
Sound: 8.5 T. [215 
Playability: 9 7 | 7.75 
Entertainment: 8.75 3 | 7.25 
Overall: 8.25 5.5 | 7.25 


Most racing games nowadays focus on 
replay value through a wide variety of vehi- 
cles with noticeably different performance, 


| upgrading options for every vehicle, and an 
| intense racing challenge experience. Well, 


the people at Criterion said, “None of 
that!” They brought us back to nothing but 
a pure, “extreme” racing experience. 

Now all of you young ‘uns out there may 


~ think that’s crazy. No way could anyone 


deliver a racing experience so sublime, so 
cool, that it didn’t need any of those 
options. Sure everybody else out there is 


4 packing their games with track editors, 


special parts, hundreds of vehicles, and all 
that extra crap, but we at Game Informer 
remember a day when games were just 
games. You didn't need more than one car 
or bike. If there was an extra vehicle, it 
was blue instead of red! You just raced! 
That's the way it was and we liked it! 

When a new racing game came out, only 
one thing mattered and that was graphics. 
Suzuki Alstare looks every bit as beautiful 
as all the other Dreamcast games out 
there. It also moves rather quickly. If you 
just want to race and you don't have time 
for anything else, Suzuki Alstare Extreme 
Racing could become the pride and joy of 
your Dreamcast collection. 


Dreamcast - 


Preview 


e Size: 1 GD-ROM 

* Style: 1 to 4-Player Action/Shooter 

* Special Features: Multiple Slug, Energy, 
& Missile Weapons; Destructable 
Environments; Wide Variety of Enemies 
& Innocents to Pulp; Throw Cars, Tanker 
Trucks, & Debris at Enemies 

* Created by: Accolade for Infogrames 

* Available: December for Dreamcast 


90% Complete 


uc Metal of Honor - 


In Slave Zero, you take on the role of a 
warrior from a small resistance faction who 
has been melded to a collosal biomechanical 
monster machine. Your enemies are the same 
people, led by the evil SovKahn, who con- 
structed this bio-mecha and many more. They 
have taken and conglomerated all of the 
major Asian corporations and are currently in 
the process of taking over the world. 

In order to defeat SovKahn, you must 
smash through a futuristic cyberpunk-styled 
city and take it to the man personally. No 
arch-nemesis would be complete without 
hordes of well-armed underlings to stamp out 
on the way, thus, you must fight slave 
mechas similar, but lesser, to yourself. Some 
of them fly. Some of them shoot missiles or 
energy weapons. Most of them go down in 
one to three hits. 

To make things more interesting, Kahn’s 
army occasionally deploys something very 
large and nasty to take you down, Some of 
the bosses in this game are simply gargantu- 
an. In one case, we found ourselves toe to toe 
with a gigantic hovering mecha carrier that 
launches hordes of enemies at you. It’s unfor- 
tunate Sega dropped the ball on the online 
multiplayer. As it stands, we’ll have to be 
sated with four players on a split-screen. 


-Dreamcast 


Preview 


- — 
A rv ania ini 


Gsm 


* Size: 1 GD-ROM 

* Style: 1 or 2-Player Action 

* Special Features: Arcade-Perfect 
Translation; Wide Variety of Weapon 
Pickups Including Random Blunt Objects; 
T Levels Plus Other Areas; Timer 
Requires the Player To Beat Areas 
Quickly; Additional Modes; 3 Characters 

* Created by: ADX for Sega 

* Available: January for Dreamcast 


85% Complete 


RTT 


? 9 CREAT by 


Hey! Where’s the 
Lawnmower? 


We can sum this one up pretty quickly. 
House of the Dead meets Die Hard Arcade. All 
the Die Hard concepts are here, but you're | 
fighting zombies instead of terrorists. 
Consequently, the game doesn't really seem 
to get the whole zombie concept. In what | 
movie or game have zombies ever had the | 
presence of mind to actually pick up a gun | 
and shoot you with it? When has breaking a 
zombie's arm ever been a practical or even | 
effective method of slowing it down? : 

Here at Game Informer, we prefer our zom- 
bie slaying to follow the rules. In the classics, © 
all sorts of methods are required for KO-ing | 

| zombies. In the early days, you had to go for 
the head. Later on down the line, it became 
necessary to remove all their limbs or set 
them on fire. Dead Alive brought things up to 
modern times by requiring complete and total 
liquefaction before the zombies were no 
longer a threat. Thus, we had the advent of 
the rotary lawnmower as a zombie slaying 
weapon. 

Nit-picking aside, Zombie Revenge looks 
great, almost better than the arcade. To | 
pique the interest of people who already | 
played through this game in the arcades, the 
Dreamcast version will feature a number of 
new modes, including Training and Boss | 
Vs. mode. If you love those beat 'em ups, 
Zombie Revenge looks like it will have 
everything you need. 


Fr - 
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by Erik, The PC Jedi 
Innovation! We usually use this word ironically when describing a game that touts one new feature 
and yet somehow manages to be exactly like the other 500 games in its genre. But for once | can 


use the word accurately. Thank you, Relic. Thank you. | have to stop now. | think I’m gonna cry. 


H [Ag e RRI at E atn 
ERE DOS & WINDOWS COLLIOE — WHERE OOS EF windows COLLIE 4 


nterface Issue Resolved ~ PG Wuickies — 


Ever since | first read Orson Scott Card’s Ender's Game Rage of Mages II: 


BI series when | was a wee lad, I've wondered how a real-time Necromancer - 
| strategy simulation of 3D space combat could be done. The Monolith 
| greatest disappointment of LucasArts’ Star Wars: Rebellion was Bottom Line: | 
that it seemed to prove that it just wasn't feasible. There's a lot to IZ 
Fortunately, the people at Relic Entertainment came through like about this 
with a brilliantly executed interface that manages to be both RPG/real-time 
sufficiently complex and smooth as silk. As is true with any good strategy hybrid. It 
Strategy game, getting a handle on the controls is awkward for has plenty of character-creation options, a 
| the first hour or so, but after that you'll find yourself flying multitude of weapons and items, and an 
| through menus and a interesting story. Unfortunately, it moves 


punching hot keys 
like they were directly | 
| wired to your central | 


really sloooowly. Patience is key. 


| nervous system. Gulf War: — 
Operation Desert |. 
jinata World | Hammer - 3DO 
In Homeworld you take on the role of an entire race of humans who have | Bottom Line: 
recently discovered that they are not in fact from the world they've been living | You get one tank 


with a machine 
gun, missiles, and | 
shells. | Enemies 
appear out of nowhere. It frequently freezes while 
loading in the middle of pitched battles. On top of 
that, the notion of a Gulf War game is just plain 
horrid. Stand down. 


| on. Having been marooned for millennia, they slowly regained an understand- 
| ing of the technology that brought them there and constructed a mammoth ~ 
mothership so they could leave their dying world and find their true home. | 
As all readers of science fiction know, space is a dangerous place full of 

| marauding raiders, angry aliens, and people who will destroy your homeworld | 
over a silly 4000-year-old treaty that you never heard of. Unlike NASA (those 

| fools!), these folks Jas off into Jon for their first voyage with a colossal moth- 
i" mx ership armed to the teeth and the 


technology to build star fighters. 


Professional 
Bull Rider - 
Sierra Sports 
T — à; Bottom Line: 
Using the mothership as a base of operations, you must gather resources A bull riding 
from nebulae and asteroids in order to build a fleet. This is done with the aid of | game couldn't 
resource collection vessels that probe through asteroid fields and dust clouds for have been done 
valuable material. better than this. 
All vessels and resources carry over to the next mission, so keeping people Play as the bull or the rider?! | find the concept 
gw» alive is important. If you manage to keep a low attrition rate, you'll have a fleet absurd. Press the button to stay on your bull. 
@ large enough to take out the Death Star without dropping torpedoes down that When you fall off, run away! Yes, young cowboy, 
silly tube by the time you reach the end of the game. run away. Far, far away. 
Acquiring new ship types is accomplished through research and purchasing 
new technologies from friendly aliens. You start off with paper armored scouts, 
but eventually acquire larger hull sizes and more advanced ship types. Ship Flight Unlimited 
€. classes range across several categories that include fighters, corvettes, frigates, Ill - Looking 
| destroyers, carriers, and the devastating heavy cruiser. Glass Studios 
: RAEE USING MRGSSURUARQNBLNUES aan "m SEE Bottom Line: 


The hardcore 
flight sim fanatics 4 
may appreciate # 
this game for its § 
accurate com chatter, diverse Nares of planes, 
and focus on realism. Unfortunately, the graphics 
are weak, and that’s the only thing that would've 
kept me interested. 


Using each ship type to its full advantage is probably one of the most chal- 
lenging aspects of the game. To help you, grouped vessels can be arranged in a 
| number of different formations including "X," sphere, wall, broad, delta, and my 
| personal offensive favorite, the claw. 
Formations can also be customized by manually arranging your squadrons in 
the desired pattern and hitting the custom key. While awkward (I’m still working on 
the “bowl of death’), this option does allow for a great deal of experimentation. 


Vessels can also be set for Evasive, Neutral, or Aggressive tactics, causing them to shift power between engines and AMA Superbike - 
weapons for a bigger ade or more Leconte ene The ships will even act differently for each tactic type. Evasive ships Motorsims 
, tend to spread out more, giving them more space to dodge enemy fire, whereas Bottom Line: 
an aggressive group will tend to pack itself closely together and attempt to maxi- Games that 
mize damage while taking little to no evasive action. preach realism and 
i i a s only work with a 3D 
accelerator card | - 
should not look this. i 
| truly can't say enough about how cool this game is. My only complaints are bad and have crappy sound. If this racing is realis- 
the somewhat short single-player campaign (16 missions), and the fact that the tic, | couldn't be less thrilled with the sport. Want to 
two races differ primarily on a cosmetic basis as each only has a small handful | play a good racing game? Get a PlayStation. 


of unique vessels and they both play through the same campaign. Despite these 
issues, Relic Entertainment has provided us with the genre-busting game that 
| we've all been waiting for. Real-time strategy has finally taken a step beyond Dune ll. 
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By Beaux, The Arcade Assassin 
Year after year | mail off a list of bare essentials to the big red guy and every year | get noth- 
ing. | believe they must be getting lost in the mail. So this year | am going to post my list here, 
because everybody knows Santa reads Game Informer. Well here it is, in no particular order. 
Three cans of lima beans (Del Monte, preferred), 300 sporks, 35mm film, fishing string, a 
poorly laid out controller for my Dreamcast (I can't seem to find one anywhere), four Sea 
Monkey refills (they just don’t last long enough), a case of Dr. Pepper jelly beans, a pack of 
aluminum foil, and Pokémon underwear. 


PREVIEW Eos "toC com— Mm 


HB : ie mum * 
: ~ Mc 
Style: 1-Player Shooting (2-Players with Deluxe Cabinets) 


Special Features: Accurate Shot Placement; Cover/Reload Option 
Found In The Other Time Crisis Series; Life Bar for Enemies (Most 


Take Several Shots To Kill); Combo Count; 2-Player Cooperative 
Created by: Namco 
Available: 1st Quarter of 2000 


n elite terrorist organization is on the rampage again, instilling fear and panic in the 

hearts of peaceful, law abiding citizens. Now it is time to call in the specialist. Just 

who is this mighty force of justice? Well, it's an army of crazed gamers with an ample 
amount of tokens to spend. 

Namco's new addition to the Time Crisis series looks to be coming along very nicely. 
Crisis Zone has many of the same features of its predecessors, but Namco has added a few 
things to liven it up a bit. The foot pedal hide/reload is still here and so is that pesky clock. 
Probably the most noticeable change in the game is an upgrade of your firearm. In Crisis 
Zone you are equipped with automatic weapons, which seem to be necessary for the 
increased hordes of enemies that swarm you. Graphically, it is a bit of a step up from Time 
Crisis 1 and 2; the backgrounds really seem to come alive with papers flying about and many 
explosions. Crisis Zone may not redefine light gun games, but it will most likely carry the 
series forward. 


Architecture: Naomi 


Style: 1 to 4-Player Action 


Special Features: 4 Linked Cabinets For Multiplayer; First or Third- 
Person Perspective; Large Number Of Weapons & Power-Ups; 


Alliance & Battle Royale Multiplayer Modes 


Created by: Capcom 


sreatea by: VapeOm ——— oo od A 
Available: In the 1st Quarter of 2000 


unted by the heavens, indentured to Satan, obsessed with his former wife; this Spawn 
guy has it tough! On top of all this, he had to suffer the indignity of Spawn: the Eternal, 
the horrific PlayStation game that bore his name. With the Spawn license in the 
capable hands of Capcom, Spawn looks to return honor to his name in Spawn: In The 
Demon's Hand, the upcoming Naomi-powered killapalooza. The game, which will feature four 
linked cabinets for multiplayer, brings the arena deathmatch gameplay of Duke Nukem: Zero 
Hour and Turok: Rage Wars to the arcade. 

At the outset, there will be 10 selectable characters: Spawn, Redeemer, Cogliostro, 
Tiffany, The Clown (who transforms into Violator), Grace, Jessica, Tremor, Brimstone, and 
the dynamic duo Twitch & Sam. Capcom has also hinted that other characters may be 
unlockable. Each character has multiple attacks and weapons; Spawn packs a deadly 
machine gun, while Cogliostro zaps opponents with violent bolts of electricity and homing 
missiles. Tiffany swings an ax, but prefers to rely on more traditional hand-to-hand combat. 

To suit the more visceral needs of arcade gaming, the control has been streamlined to 
incorporate a joystick and four buttons. The four buttons are Attack, Jump, Item, and View. 
The View button allows you to switch from the default third-person perspective into the more 
traditional first-person, and the Item button lets you select your favorite implement of death 
from your arsenal. 

There will be a single-player game, but the heart of this game lies in the multiplayer 
experience. Students of Machiaveli will prefer the cutthroat competition of Battle Royale 
mode, but it might be more interesting to join forces in Alliance mode, which offers 2-on-2 
or 1-on-3 battles. This title could be the blockbuster we need to shake off the pall of tedium 
that has been cast over the coin-op palaces of our great nation for too long. 
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Paperboy 


by Reiner, the Raging Gamer Holy fat mama is this game hideous. Paperboy 
2 is easily the most pathetic retro revival I've ever 
* Size: 96 Megabit 


: had the annoyance of wasting my life on. If & 
* Style: 1-Player Action Mid T ted to kill P hoy. Ji éhould 
* Special Features: 2 Playable laway rea yayan srl aper Oy S ou 
a Aa Eaa have done so with style. Run him over with a 
Button & Turbo System; Special truck. Have a neighbor’s dog eat his spleen. Or 
E T ES EAEE AES if you really want an exotic death, launch him off 


e E T E AE a cliff, then impale his flying corpse on a church -= 


Pak Compatible steeple. Ouch! Don't, and | mean don't, waste : 
* Replay Value: Low your time and hard earned cash with this piece 
4 dente d ue of trash that forever seals the fate of an innocent 
bw ; little delivery boy. Everything that made the 
folate O merie dd original game entertaining has been stripped 1 


Concept: away or trampled to death within the new three- E 


Graphics: dimensional setting. Its graphics are void of 
eae detail and its gameplay lacks any kind of B 
ERE challenge or consistency. High Voltage even || 

3 tried to attach a story about a mad scientist. Say 
what? | just want to deliver papers! Is that too 
much to ask?! Cripes! There's nothing else | can 
say except avoid this piece of trash at all costs. 


lop Gear Rally 2 


by Erik, The PC Jedi j| Hey kids, it's a new racer for the Nintendo 64! 
Without a doubt, Nintendo is the king of racers. 
Style: 1 to 4 Playeh acing There are so many racers for the N64 that it 
Mec E nM Doggies the mind. Surely, no racing fans in 
Cee amc their right minds would pass up a N64 over a 
Earn Sponsorship Decals & PlayStation. Dramatic irony aside, Top Gear 
Money by Winning Races; Rally 2 manages to be vaguely entertaining. 
Licensing Tests for Each of Five The developers definitely had good intentions 
Championship Classes; Wide when they chose to invigorate this title with a 
Variety er Cars wealth of options, a more realistic rally racing 
style, team/car upgrades, and one of the most 


e Size: 128 Megabit 


* Replay Value: Moderate 


* Created by: Saffire for Kemco : d : 
« Available: Now for Nintendo 64 extensive car damage systems we've ever & 


seen. Unfortunately, the racing itself is pretty 
Concept: lackluster and the graphics are on the low side 


Graphics: à à 
Sound: of mediocre. The game is frequently plagued 


Playability: by lack of visibility and pop-up runs rampant. Ift 
Entertainment: you're new to the racing phenomenon, it might 
be worth your while to rent this title for a 
weekend, as the challenge factor is pretty low 
at the beginning of the game. If you’re a huge 
rally fan, the title might be worthy of a 
purchase, but again, rent it first. 


by Erik, The PC Jedi Fe] It doesn't seem fair to compare this game 
* Size: 128 Megabit to previous Destruction Derbys on the 
e Style: 1 to 4-Player Racing PlayStation, but | will anyway. The best way to 
* Special Features: Destruction look at this game is as Destruction Derby 
Arenas & Races; 12 Identical Arcade. While cars do take visible damage, 
MAIRIE AGEE this doesn't hinder their performance in any 
eB RV E CMM way until they explode. The coolest thing - 
AMUN URES about the previous Destruction Derbys was 

Bomb Tag & Capture the Flag : ; UU 4 
just barely crossing the finish line with two 


e Replay Value: Moderate Pix 
Mover Wheels and half the engine in your passenger 


Destruction Derby 64 


for THQ seat. While Destruction Derby 64 does do a mys 


* Available: Now for Nintendo 64 good job of emulating the total chaos of its 
Concept: precursors, it just doesn't push your skills to 
Graphics: the same levels of insanity. | could see 
Sound: : younger racers having a great time smashing = 
Playability: i into each other on multiplayer, but more : 
Entertainment: i experienced racers and big fans of the 

franchise would probably be disappointed by 


: 7 25 a purchase as the game is somewhat lacking 
Bottom Line: a in challenge. It was fun, but | wouldn't buy it. 
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gEantin worm Jinn SD) Nintendo 64 


Earthworm Jim 3D was pretty much doomed Bi) ESL LL EL 

since inception several years ago. Since its | gapsssvspes Megabit 

early days with Interplay, it's changed hands | PITE ENIM TN M 

between various developers and publishers | © Special Features: Worm Whip & 

numerous times, which might be why the Blast Enemies to Oblivion; 

game feels like a messy patchwork quilt. The Leprechaun Gun; Launch Fridges; 

original EWJ was cool because it had a lot of BIBERUSS RU M TS MS e SE ES 
‘interesting gameplay and some whacked out ke Suet IIPS, 
__ jokes. Since then, the in-game jokes have [B re t 

gotten older and more tired than a Police | REP Aeneaan qp NY, 

Academy sequel while the cartoon somehow f Raa amet manner tint 
managed to stay fresh to the very end. | TESTER RITE El 
laughed a few times, but not often or hard 
enough to forgive the game for its hideously 


Concept: 
Graphics: 


mants 


8 


awkward camera action and shaky control. | 


i Started to feel kind of sick and queasy shortly 


before | turned off the N64. If you just have to 
see if there is any life left in the EWJ franchise, 
ask yourself why EWJ's original creators 
haven't worked on one of these games since 
the SNES days before you rent this one. 


Bait 2: Big Ol Bass 


A couple of the guys here have either had a 
big ol’ bass or desire to get their hands on a 
big ol’ bass. Myself, | don’t see how a big ol’ 
bass could be pleasurable. It's just a big 
stanky thing. | don't like a lot of tension on my 
rod either. Instead, | love it when a wide 
variety of cute little fish nibble on my hook. 
It's the greatest feeling in the world, and 
that’s why | respect Fisherman's Bait 2. 
Unlike most of the fishing games, it puts the 
big ol’ bass on the side and pushes the 
player to hook over 30 different species of 


a) fish. In a sense it's kind of like Pokémon. You 
get into the thrill of the hunt and want to reel 
1 in every specimen. Unfortunately, other than 


an innovative analog-reel system, the 
gameplay is incredibly shallow and styled to 
be more of a quarter-munching arcade game 
than a full-fledged console release. Each 
game ends abruptly, which in turn leaves you 
unsatisfied and craving a much grander 
gameplay experience. 


Sound: 
Playability: 
Entertainment: 


Bottom Line: 5,75 


PlayStation ie 


by Reiner, the Raging Gamer 


* Size: 1 CD-ROM 


* Style: 1 or 2-Player Sports 
* Special Features: 30 Fish 


Species; Multiple Fishing Spots; 
Unique Analog Reel Controls; 
Underwater Cam; Livewell Gallery; 
Dual Shock & Analog Compatible 


* Replay Value: Moderate 


* Created by: KCEN for Konami 


* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 


CyberTiger PlayStation 


CyberTiger is obviously targeting the by Paul, the Game Professor 
extremely large Hot Shots Golf market. Like 
* Size: 1 CD-ROM 


Hot Shots, CyberTiger features cartoonish v Sile: 1 te LPen Sports 
golfers and fairly fast gameplay. One player | Special Füatutem: 5 Coirsus 

can easily complete a round in about a half- | PV aa 
hour. Although CyberTiger has a bunch of 2 Bonus; Commentary by Tiger 


familiar golf modes like Skins, Four Ball, and 
Shoot-Out, the mode that will unlock all the 
characters and courses is the Career mode. 
Here you choose one of six golfers, including 


Woods; 9 Modes of Play Including 
Skins, Practice, & Career Mode; 

Equipment Upgrades; Power-Ups; 
Dual Shock & Analog Compatible 


* Replay Value: Moderately High 
* Created by: EA Sports 


mmo > à Tiger, and bring them through the ranks of 
T. ^ : * Available: Now for PlayStation 


junior, amateur, and pro golf. As you do this, 


each character's appearance will change 
from kid to teen to adult. There is also a pre- 


E! round practice range. Here you have an 
IE assortment of targets to hit that, when hit, will 


reward you with one of eight goofy power- 
Ups, as well as other skills. Nearly the best 
thing about the game is the analog-swing 
control. In the end, CyberTiger proves to be 
an entertaining golf game, but it still doesn't 
come close to offering as much as Hot Shots. 


Concept: 

Graphics: 

Sound: 

Playability: 

Entertainment 7 


Bottom Line: 7.2 
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PlayStation 

by Matt, the Original Gamer 

* Size: 1 CD-ROM 

* Style: 1 to 4-Player Strategy 

* Special Features: New Game 
Modes Including Turkey Shoot, 
Crazy Crates, & Euthanasia; Over 


70 Weapons; Custom Design Your 


Team; 16 Billion Randomly 
Generated Levels 

* Replay Value: High 

* Created by: Team 17 for 
Hasbro Interactive 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 


PlayStation 
by Jay, The Gonzo Gamer 


* Size: 1 CD-ROM 

* Style: 1 or 2-Player Racing 

* Special Features: 10 Racing 
Tracks; 3 Demolition Stadiums; 
Shortcuts; 8 Vehicles; 4 Power- 
Ups; Custom Paint & Logo; 
Vehicle Damage by Location; 
Analog & Dual Shock Compatible 

* Replay Value: Moderate 

* Created by: Pitbull Syndicate 
for Infogrames 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Lire: 7.5 


PlayStation 
by Jay, The Gonzo Gamer 


* Size: 1 CD-ROM 

* Style: 1 to 4-Player Action 

* Special Features: New Level 
Designs; 4-Player Split-Screen; 3 
Multiplayer Modes; 3 Difficulties; 
Many Weapons & Power-Ups; 
Buckets & Buckets of Blood; 
Analog & Dual Shock Compatible 

* Replay Value: Moderate 

* Created by: Hammerhead for 
Activision 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 7.5 
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CONTENT AATED BY 
B 


Worms Armageddon 


‘Tis a gift to be simple, or so goes the old folk 
song. As we enter the new millennium, video 
games are reaching unprecedented heights 
of complexity, in both graphics and gameplay. 
Worms Armageddon, the third in the Worms 


series, succeeds by focusing on a simple yet Ji 


addictive concept. Granted, the graphics are 
nothing spectacular, but the gameplay had me 


{anda rer] 


hooked. It's not complicated, just basic turn- j 


based strategy with a good sense of humor 
and wacky animations. You have over 70 
weapons at your disposal, from Street Fighter 
kung-fu moves to cluster bombs. However, 
you must plan your attacks carefully, because 
in Worms Armageddon, as in life, you are 
often your own worst enemy. Bombs and 


grenades lay waste to the terrain, which can jy 


quickly leave your worm stranded like a sitting 


duck on a lonely piece of dirt. Fans of the f. 


series and newbies alike are advised to check 
this one out. 


Demolition Racer 


It's hard to screw up a demolition derby game. 


As long as there are decent physics and good | 


damage effects, it will probably end up being | 


at least moderately enjoyable. Demolition 


Racer proves this theory. The collision | 
sometimes goes haywire and allows cars to | 


pass through one another. All the cars on the 
track have to be the same type, thus making 
the different vehicle choices nothing but an 


aesthetic detail. Worst of all, there is no M 


debilitating difference between hitting a car 
with your front fender or your trunk. Despite 
these problems and a list of other trifling 
details, most players will have an okay time 
with this title. Learning the tracks is pretty 
important, as is balancing your points scored 
for smashing with which place you cross the 
finish line. The races eventually become pretty 
difficult, so those that really love this genre will 
have plenty of playtime. But for most, 


Demolition Racer will only make an ES 


entertaining rental when you're in the mood to 
be rewarded for driving recklessly. 


Quake I! 


Much like the N64 version, Quake II for 


PlayStation has redesigned levels and four- | 


player deathmatches. It also has a brief FMV 


opener and background music to set it apart | 


from the N64. What's really surprising about 
this PS-X port, however, is how good it looks. 
The graphics and lighting aren't too different 
from the way the game appeared on the N64 
with the Expansion Pak. As first-person 
shooters go, Quake Il is a solid title with all the 


guns, power-ups, and monsters required for | 


this type of game. Let's face facts, though. This 
game is about as old on the PC as 
Minesweeper, and it's beginning to show its 
age. Quake Il is good, but there are better first- 
person shooter experiences on the way for 
PlayStation (Medal of Honor comes to mind). 
Also, the load times during play get pretty 
annoying and, if you. don't have a Dual 
Shock/Analog, so does the control. If you're 
looking for a quick and nasty multiplayer 
experience, check this out. Those without the 
necessary equipment (a multi-tap and four 
analog controllers) should find something else. 


Knockout Kings 2000 Playstation 


EA has made a killing in this industry by 
porting games from system to system. But in 
an obscure turn of events, the PlayStation 


_ version of Knockout Kings 2000 is completely 


different than the Nintendo 64 offering. Black 
Ops manned the 64-bit release, while EA kept 
the 32-bit version in-house. The great thing is, 
both games are actually quite good; and if you 
didn’t like last year’s PlayStation game, 
Electronic Arts has completely redesigned it to 
be more playable, more action packed, and 
much flashier. Along with wrestling-like 


cs entrances for all 50 plus characters, Knockout 


Kings comes to life with detailed character 
designs and realistic animation. The 


UN gameplay is solid, delivering more of an 


arcade-like vibe than a true simulation. It's a 
riot to play two-player, and the lengthy Career 
mode and intelligent CPU opponents makes 
the one-player game just as enjoyable. 
Personally, | found the play in the N64 game 
to be more exciting, but the PlayStation 
version was close. Don't be afraid to get both! 


HIFA 2000: Major League Soccer 


=| Inthe U.S., soccer gets bounced from the front 
| 4 page in favor of the results from Darryl 


PY 


2 otrawberry's urine tests, but in the rest of the 


world it qualifies as nothing less than a 
religion. | mean, who wants to watch a bunch 
of guys in helmets and pads when soccer 
players show off their shapely legs in skimpy 
shorts? FIFA 2000 might convince even the 
most diehard NFL fan of the joys of the other 
football. If you've played previous editions of 
FIFA, you shouldn't expect anything too 
different, but FIFA 2000 has everything that 
makes a great sports title. The animation is 
smoother than last year's game, and a wealth 
of new options give this title a depth that few 


| games can match. You can now play 


consecutive European seasons, which have 
been revamped to include both league and 
cup matches in a single season. Another 


1 notable change is the addition of ball shielding, 


which allows you to slow down the game to a 
more deliberate pace. Even if you're not a 
soccer fan, FIFA 2000 is a solid buy. 


SuperCross Circuit 


Words cannot describe how mind-numbingly 
stupid the trends in this industry can get. 
Motorcross racing? Why are there so many of 
these games this holiday season? Even if you 
enjoy the real sport, it couldn't possibly be the 
kind of experience one would want to emulate 
in a racing game. You're not really going all 
that fast. The only real challenge to the game 
is learning how to take the bumps and 
attempting to get over the game's horrifically 
choppy play in order to see where the next 
turn is. To make matters worse, the gameplay 


| is permanently accompanied by this piercing, 


whining, obnoxious engine sound that will 


make you feel like someone is attempting tof 


j| drill a hole in your head and then fill it in with 


broken glass. The Track Editor was a nice 
addition, and certainly showed that the 
developers care about their game, but the 
concept is just so flawed and the racing too 
poor. It may be possible to eke a cool game 
out of this concept, but we haven't seen it yet. 


by Reiner, tle Raging Gamer 


* Size: 1 CD-ROM 

* Style: 1 or 2-Player Sports 

* Special Features: 50 Professional 
Boxers; Career, Classic, & 
Slugfest Modes; Create-A-Boxer; 
10 Rings: Analog & Dual Shock 
Compatible 

* Replay Value: Moderately High 

* Created by: EA Sports 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 


PlayStation 
by Matt, the Original Gamer 


* Size: 1 CD-ROM 

* Style: 1 to 8-Player Sports 

* Special Features: Complete 
Rosters of 12 MLS Teams, 15 
World Leagues, & 40 Classic 
Teams; New Ball Shielding 
Control; Set Pieces; Chest 
Trapping; Consecutive Season 
Play; 6 Languages 

* Replay Value: High 

* Created by: EA Sports 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


PlayStation 
by Erik, The PC Jedi 


* Size: 1 CD-ROM 

* Style: 1 or 2-Player Racing 

* Special Features: Track Editor; 
Advertisements for 989 Studios; 
Single Race, Arcade, & 1-Player 
Competitive Modes; Upgrade Gear 
for Bike & Choose Your Biking 
Fashion; Irritating Authentic Engine 
Whine 

* Replay Value: Low 

* Created by: Idol Minds for 
989 Studios 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 5.5 
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PlayStation E Warpath: Jurassic. Park 


by Erik, The PC Jedi mj] As the entertainment industry knows well, . - 

: Size: | CDROM people love those dinosaurs. We've seen § er 
i WOE them in books, movies, survival horror 

* Style: 1 or 2-Player Fighting NEAR ‘ 

e Special Features: Eat Dogs, games, and a fighting game called Primal 


Goats, Compys, & Humans for Rage which failed miserably. Warpath is also 
Health; 8 Playable Dinos Plus 6 a fighting game with dinosaurs. They eat 
Unlockable; Practice, Arcade, people, do standard fighting game-style | 
Ct eae moves, and get visibly ripped up when 


Visible Injuries; Dual Shock & attacked. Graphically, it's not a bad game. 
Analog Compatible Unfortunately, the concept leaves much to be 
P Replay Aeneid ies desired. The thrill of beating the crap out of an 
T mugs n 20s re Anklyosaurus with a T-Rex gets old rather 
e -Avallable: Now for PlayStation quickly when you realize that the Al of the 
game is about the size of a peanut, and you 
Concept: can finish it with two moves. Munching on 
Graphics: . people and smaller critters for health was fun, 
Sound: . but its not like we haven't seen that before 
Playability: either. Jurassic Park might be good for a 
Peeien: rental, but | can’t imagine playing it for more 
than a day or two. As always, Black Ops did 

well with the visuals, but it missed the mark on [ 
fun this time. Hopefully, its next game will be 

Treasures of the Deep II. 


PlayStation ux Space Invaders 


by Erik, The PC Jedi kifa | have a confession to make. As much as | fisse = i SCOREC1> HI-SCORE SCORE<2> 
loved it when | was wee lad in the arcades, | IU MEC 
always sucked at Space Invaders. This is why 
| was somewhat confused when | blasted 
through this game on my first try. At first | 


* Size: 1 CD-ROM 

* Style: 1 or 2-Player Shooter 

* Special Features: Shoot Saucer 
Ships for Shields, Instant Power- 


Ups, & Double Shots; Hitting thought maybe it was that being a 

Same Enemy Type Four Times "professional" gamer had honed my skills to 

in a Row Allows a Special perfection, so | tried out the classic Space 

Attack; Unlock Classic Space Invaders game that | had just unlocked. Nope 

Invaders Game Still suck. This new installment of Space UR DL LEE 
* Replay Value: Moderately High Invaders features a number of power-ups and — ll ce 
Mui FA OM Upgrades that give you a seriously unfair 
* Available: Nowiigj Playstation advantage against the enemy. All you have to 


Concept: : do to acquire them is take out a saucer or blast 
Graphics: 8 four enemies of the same type in a row. Shields 
Sound: 8.5 protect you. Vertical, horizontal, and angular 
Playability: 8 missiles will take out entire rows of enemies 


Entertainment: while more powerful weapons will enable you f 
to wipe out two or three rows. Despite this, 
pm however, it was still a blast to play. It’s 
Bottom Line: recommended that you rent or borrow this one 
before making a decision to purchase. 


PlayStation br S of. Steel 2000 PlayStation 
by Matt, the Original Gamer ||z EH Pos : by Matt, the Original Gamer 


* Size: 1 CD-ROM * Size: 1 CD-ROM 

* Style: 1 to 8-Player Sports e Style: 1 to 8-Player Sports 

* Special Features: Season Stat * Special Features: Fox Sports 
Tracking; Licensed by NHL & Broadcast Presentation; 
NHLPA; Commentary by Randy Commentary by John Davidson & 
Hahn; Multiple Camera Angles; Kenny Albert; Stat Tracking; Create 
Create & Trade Players; Edit Lines & Edit Player Modes; Player Trades 

* Replay Value: Moderately Low & Line Changes; Rivalry Meter 

e Created by: KCEJ for Konami Increases Likelihood of Fights 


z i : * Replay Value: Moderately High 
* Available: Now for PlayStation * Created by: Radical Entertainment 


Why does Konami continue to dan this once- for Fox Sports Interactive In the sports game marketplace, mega- 

proud franchise through the mud? It's a decent * Available: Now for PlayStation conglomerate Fox finds itself playing the 

Concept: looking game, but as soon as you brush up Concept: ; unfamiliar role of David to EA Sports’ Goliath. 

Graphics: against another player, the action bogs down so Graphics: Fox NHL Championship 2000, while a good 

ounan bad it’s like skating on peanut butter. With so Sound: effort, just can't match the front-end features 

Badia ie many hockey games on the market, there is no Playability: and refined control of NHL 2000. A choppy 

: reason to waste your money on Blades of Steel Entertainment: framerate, the Achilles’ heel of so many games, 

2000. In fact, the hockey minigame in Spyro 2 is hampers the gameplay a bit, as does the sub- 

ina: better than this. Konami should put this title to 7 25 par Al. This said, Fox NHL Championship 2000 

Bottom Line: sleep before it obliterates any memories | once Bottom Line is a solid hockey game; and with a few 
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had of the great NES game. improvements, it could be a serious contender. 


The Pokémon craze aside, the Game Boy 
Color is largely a dumping ground for ports of 
Classic games or crippled versions of current 
hits. Madden NFL 2000 is a slightly primitive 
flashback to the 16-bit days of the series, 
passing windows and all. Luckily, Madden has 
always been a solid title. This one packs in 
enough solid gameplay, along with features like 
audibles and a large playbook, to make it a fun 
time-killer on a long flight. It also reminds you 
how of far we've come. 


Game Boy Color 
by Matt, the Original Gamer 


* Size: 8 Megabit 

* Style: 1-Player Sports 

* Special Features: 14 Formations; 
150 Offensive & Defensive Plays; 
Audibles; Substitutions; 5 Play 
Modes; Password Save; 
Compatible With Super Game Boy 

* Replay Value: High 

* Created by: Tiertex Design 
Studios for EA Sports and THQ 

* Available: Now for Game Boy Color 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Lire: 


FIFA 2000 


fe When | was a child, my dad once told me, 


a% "Ugly and slow is no way to go through life, 


son." l'm still in therapy to this day. However, if 


“ | you're a Game Boy Color game, ugly and slow 


is the way to be, because it seems that most 
GBC titles are exactly that. l'm beginning to 
wonder if there is any reason to own a Game 


1 Boy Color, outside of playing Pokémon or 
4 classic NES games. | know there is no way the 


*& AY C AY a 


Ed 


games on this archaic system can match the 
sophistication of the home consoles, but I’m 
getting tired of grading on a curve. FIFA 2000 
perfectly illustrates the deficiencies of the 
GBC. To be fair, the developers did put a lot of 
features into the game. Unfortunately, the 
gameplay is so bad that | couldn't imagine 
playing this game for more than a few minutes. 
The players are incredibly lethargic, the 
shooting is inaccurate, and your computer 
controlled teammates are quite possibly 
schizophrenic. The Al, if you can call it that, is 
so bad that the game looks more like a bunch 
of schoolboys playing tag than a soccer match. 


Duke Nukem 


We're all for trying out a game that has the 
words, "The Game Boy is about to become a 
man!" emblazoned on the box. The plot is 
somewhat humorous. Duke gets teleported 
out of a talk show onto an alien space craft 
and must free himself from prison. Fortunately 
they failed to remove his "exploding molar" 
and he blasts a hole through his prison wall. 
From this point the game degenerates into a 
mindless sidescrolling adventure game. The 
levels are all pretty much identical. Shoot 
enemies that get in your way, find the key 
card, and leave. The game has its moments 
- like when you hop into vehicles and start 
blowing stuff up or get behind a stationary 
heavy gatling cannon and start mowing down 
alien paratroopers — but there just wasn't 
enough spice to make up for the repetitive 
process of working through the levels. Duke 
Nukem tries to be a decent game, but the 
repetitive, lackluster action and tedious level 
designs bring it down. 


Billy Bob's 
Huntin: BINE Fishin 


Do 4 


The goal of Billy Bob's is to catch fish and game 
so you can impress a hot babe who lives in the 
shack up the road. To go huntin' and fishin’, you 
must first gather components by playing 
incredibly simplistic minigames, most of which 
can be beat in ten seconds by pressing buttons 
and/or directions frantically. When you get to the 
actual huntin' and fishin’, it's no deep simulator, 
but more like an extended, torturous version of 
the minigames you've already played. 


Game Boy Color 


by Matt, the Original Gamer 


* Size: 8 Megabit 

* Style: 1-Player Sports 

* Special Features: Quick Start, 
Exhibition, Tournament, Playoffs, & 
League Modes; 60 International 
Teams; New Indoor Soccer Mode; 
Player, Team, & Game Statistics; 
Coaching Strategies; Edit Playoffs; 
Password Save 

* Replay Value: Moderately Low 

* Created by: Tiertex Design Studios 
Studios for EA Sports & THQ 

* Available: Now for Game Boy Color 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom tine: 41,5 


Game Boy Color 
by Erik, The PC Jedi 


* Size: 8 Megabit 

* Style: 1-Player Action/Platform 

* Special Features: 6 Weapons 
Include Shotgun, Machine Gun, 
Stun Gun, Grenade Launcher, 
Rocket Launcher, & Flame Thrower; 
2 Vehicles (Tank & Rocket Ship); 
Special Items Like Armored Vest & 
Invulnerability Orbs 

* Replay Value: Low 

* Created by: Torus Software & 3D 
Realms for GT Interactive 

* Available: Now for Game Boy Color 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Game Boy Color 


by Jay, The Gonzo Gamer 


* Size: 4 Megabit 

* Style: 1-Player Action 

* Special Features: Worm Diggin'; 
Crawdad Nabbin'; Minnow Nettin’; 
Soda Stoppin'; Target Shootin'; Pig 
Bathin'; Rabbits; Raccoons; 
Chickens; Bass; Carp; Catfish; 
Huntin'; Fishin' 

* Replay Value: Low 

* Created by: Saffire for Midway 

* Available: Now for Game Boy Color 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: $75 
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Game Boy Color 
by Reiner, the Raging Gamer 


* Size: 4 Megabit 

* Style: 1-Player Action 

* Special Features: Still Frame 
Cutscenes With Art by Jim Balent; 
Tons of Moves Including Wall 
Bouncing & Whip Swinging; Rumble 
Pak Included 

* Replay Value: Low 

* Created by: Kemco 

* Available: Now for Game Boy Color 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


EVERYONE 


Game Boy Color 
by Jay, The Gonzo Gamer 


* Size: 8 Megabit 

¢ Style: 1 or 2-Player Fighting 

* Special Features: 16 WWF 
Superstars; Championship, Vs., 
Tag Team, Survivor Series, & 
Gauntlet Modes; Cage Match; 
Wrestler Biographies; Wrestler 
Entrances; Password Save 

* Replay Value: Moderate 

* Created by: Natsume for THQ 

* Available: Now for Game Boy Color 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Game Boy Color — 
by Matt, the Original Gamer 


* Size: 4 Megabit 

* Style: 1. or 2-Player Racing 

* Special Features: Password Save; 
5 Different Drivers; New Map 
Feature; 2-Player Via Link Cable 

* Replay Value: Low 

* Created by: Gaga Communications 
for Taito & Metro 3D 

* Available: Now for Game Boy Color 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Lire: 
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Catwoman 


j| This frisky feline may play second fiddle to the 


big bad bat in Gotham, but rest assured, in the 
video game realm, the cat's meow is just as 
hot a property as a latex-wearing sociopath or 

a plumber eating mushrooms. On a high-e 
platform, a Tomb Raider-like engine would 
have accommodated Catwoman's seductive | 
style perfectly. Unfortunately, 3D exploration is | 
not available on the Game Boy Color. Kemco 
certainly had the right intentions in mind, but 
Selina Kyle’s kitty pride is missing from this 
handheld venture, and Catwoman’s first video j 
game doesn't have the claws it needs to sink 
into your veins. The graphics are decent, but 
the rest of the game is a real letdown. From 
the sloppy controls to the horrible level 
designs, all nine of Catwoman’s lives have 
gone to waste. | strongly suggest that you 
resist the urge to bring this kitten home. 


WWF WrestleMania 2000 
Like Vince McMahon on a rampage, THQ is pio mmm 
attacking the video game industry with its MI LIBET 
newly-acquired WWF license. To coincide with 

the release of WrestleMania 2000 on N64 is a 

game by the same name on Game Boy Color. 

The control of WM2K is similar to Revenge and 

allows all the wrestlers to do a variety of moves. 

Across the top of the screen are the wrestlers' 

health and bio-rhythm, and a series of rotating 

meters that show how powerful the wrestlers 

are and when they can do their special move. 

The game also allows two players to link their Bir Ii 

units and put titles they've earned on the line. 

Despite all these features, WM2K quickly falls 

flat since all wrestlers share the same moves, gi 


THQ's WrestleMania 2000, although one of the 
better available, is still a mediocre game. 


Chase HQ: 
secret Police 


Game Boy Color 
by Matt, the Original Gamer 


* Size: 4 Megabit 

* Style: 1 to 2-Player Sports 

* Special Features: 8 Licensed WTA 
& ATP Pros; 8 Courts Including 
Clay, Grass, & Hard Courts; 3 Play 
Modes; Memory Back-Up; 2-Player 
Via Link Cable; Bomb Tennis 

* Replay Value: Moderate 

* Created by: Smart Dog for Ubi 
Soft Entertainment 

* Available: November 9 for Game 
Boy Color 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom tine: 6.5 


Commendably, the developers added an 
interesting new feature to this port of the arcade 
classic Chase HQ, which lets you select team 
members, then position them at various 
locations on the map to intercept the fugitives. 
Too bad you won't want to play this game for 
more than five minutes. Also, somebody might 
want to check their mail for a subpoena, 
because programming collision this shoddy 
should be a felony offense. You can often pass 
right through other cars on the road unscathed. 


f. Xo 4 


,SECBHBUSE I'M noy 
FOR SALE! 


E 


eene 


All Star Tennis 99 


-T p = QD- 


At its highest level, tennis combines speed and 
strategy like no other sport (imagine playing 
chess at 100 miles per hour). Regrettably, All 
Star Tennis '99 comes up short in some key 
areas. For one, none of the players seem to 
have different skill levels, making tournament 
play essentially pointless. Secondly, AST '99 
uses a one-button serve, instead of one tap to 
throw the ball then one tap to serve it. This 
automatic serving really reduces the feel and 
control you have over the spin and trajectory of 
the ball. 


Deja Vu | & II Game Boy Color 


In the first chapter, you awake in the MBE AUCH OEC 
bathroom and quickly get absorbed into a 
mystery. In the second chapter, you awake in EE Style? {Player Adventure 
the bathroom and quickly get absorbed into i Special Features: Includes Deja 
a mystery. Whoa, Deja Vu! Point-and-click Vu & Deja Vu Il; Built-In Save; A 
adventures seem pretty silly on today’s home Mystery To Solve: Blackja 
consoles. Why have nice looking still pictures Minigame; Includes Deja Vu & Deja 

| when you can have nice looking moving Vu Il; Built-In Save; A Mystery To 
images? The same cannot be said for Solve; Blackjack Minigame 
handhelds. In comparison to other games for B IENETVEPATETTSSNIU SE REUS 
Game Boy Color, Deja Vu | & Il comes off BENT T T REIR TTE RUMI 
bright, vibrant, crisp, and of all things, Kemco 
interesting. As Ace Harding, players must | ° Available: Now for Game Boy Color 
wander from room to room, searching, 
opening, talking, and taking anything they Graphics: 

4 can. The game is heavy on trial-and-error Sound: 
discoveries, often causing you to revert to Playability: 
past saves or start over entirely. If this sounds Entertainment: 
like something that would frustrate you 

3 quickly, avoid it. If you could use a more 

thought-provoking change of pace on the 

Game Boy, however, Deja Vu is a good game 

to check out. 


* Size: 4 Megabit 


Concept: 


| The action in Beast Busters is nothing new. 
| Slay monsters with a variety of weapons from 
| a bird's eye perspective and solve puzzles to 
| make your way through the game. Where E aries 

| Beast Busters truly shines is in its remarkable ° Special Features: Create Weapons 
variety of weapons. You start off with a simple 
| handgun and a special projectile weapon that 
| captures monsters’ essences. By absorbing B BESSSUTDEZUTS CNN TS VUE 

| these monsters into the handgun, you can Day/Nigh e Alters Environments; 
power it up and add elemental attributes to it. B EESSI »Up Character 
Once a weapon is at full power, you can elect B MSAGA 

to evolve it into something new. The | abe Annn 
handgun, for instance, can be evolved into B a TS Ng o Gee 

one of three new forms, a submachine gun, Lini) 

an automatic shotgun, or my personal Concept: 

favorite, a beam weapon with a low rate of fire Graphics: 

but a powerful punch. In addition to the Sound: | 

traditional guns, you can acquire whips, Playability: 

shields for charging at enemies, and the BEES 

ability to duplicate yourself for brief periods of B 
time. SNK has taken an excellent concept 


[Shee | Bese from the SNES classic, Secret of Mana, and 


Puzzle Link is okay, but nothing incredibly 
special. As with all descendants of Tetris, a 
series of different colored blocks descend 
n, er : ; 322». | from the top of the screen. In order to break 
d ents eR Ww the blocks, you have to connect blocks of the 
| | same color by bridging gaps between them 
with your link gun. In order to clear a level, you 
have to knock out enough blocks for two 
1 special "C" blocks to show up. Connect them Bs loci 
| and you move on to the next stage. SEE: AmE 
Essentially, it's a Bust-A-Move that doesn't f ERACE 
require you to aim. In a vague attempt to BENFTETIETISENE 
SH throw some personality into the game, two Pocket Cc 

«|| young characters and a critter that looks | 
| suspiciously like a certain Pokémon make | Graphing: 
| appearances during the game. Finishing a BE mst 
| level quickly enough will reward you with a BEI Playability: 
| special Character Card. Collecting all 91 of $ plas 
| them is supposed to give you something 
| special, but | probably would have gone nuts B f 
| trying to get them all. If you're a big-time Emin Malis 
| puzzle fan, Puzzle Link will sate your appetite. 


Concept: 


Fo 


X 
Ro TA 


Entertainment: 
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READY e RUMBLE - PLAYSTATION & 
ON SCIENCE FOR SOU 


| GREATED BY: ANIMA 
E ENTERTAINIVIEN AVAILABLE: 2ND QUARTER 2000 IN JAPAN 


R D BY: MID 

AVAILABLE: DECEMBER In this action/shooter you control one of four squad mates while issuing orders to the other 
As you may know by now, Ready 2 Rumble on the Dreamcast is very close to being one of | three. The game's developers promise that it will be both an intense action and tactical- 
its premier titles, but the game suffers from an empty shell of an AI in single-player. The based experience. 

boxers always fall for the same trick no matter how far you are into the game. Back up, hit 

'em with an uppercut, repeat. We can only hope that Midway will do a decent job of upgrading 

the Al for the N64 and PS-X versions of the 

game, but the only new thing they appear to 

have added so far is new boxers unique to 

each console version. It looks like it's going to. 
be Ready 2 Rumble with slightly inferior 

graphics, and that just won't cut it for 

the review. 


Nintendo 64 


PNE e 


CREATED BY: ENIX — 
AVAILABLE: DECEMBER IN JAPAN (UNKNOWN FOR 


While the casual gamer may be unfamiliar with the Dragon Quest series, true RPG junkies 
know that DQ was more popular than Final Fantasy until recently. The seventh in the 
Dragon Quest series was supposed to come out at the same time as Final Fantasy VII, but 
has been delayed. It's hard to say how popular this game will be considering the immense 
success of FF VII and VIII in Japan, and the long wait for a Dragon Quest sequel. If it does 
well in Japan, you can be pretty sure Americans will finally get to try their hands at the first 
PS-X DQ ever in the U.S. Not much is known right now, but the game is said to have a job 
system similar to Final Fantasy Tactics. 


CREATED BY: 989 STUDIOS 
AVAILABLE: DECEMBER 


989’s college basketball offering doesn't look quite as sharp as EA's March Madness, but it may 
win out with its focus on simulation and its new shot meter. If you're mad about college 
basketball, like a certain member of our staff, it's going to be an exciting season. 
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Supa a previas super -mirnt previews 


Don't be thrown off by the French. 
It's really Jumping Flash 3. You 
can expect the same high-jumping 
action that was featured in the 
previous Jumping Flash games 
with a focus on more specific goals 
for each level. As always, the 
game entertains, but isn't very 
challenging. 


The Legend of Dragoon is an action/RPG 
featuring an unusual battle system and 
loads of FMV. Perhaps Sony is hoping to 
achieve the same success as Square Soft 


| by creating a dual gaming/cinema 


experience. Hopefully, the gameplay will 
turn out to be every bit as cool as 
the movies. 


opens 


" B. 
supermini previews: g super mini p )revievres "super-mint previews "&uper-m 


s om PLAYSIAITTUI : 
BY: ONTRAIL & MATRIX SOFTWA RE 

FOR ACTIVISION 
AVAILABLE: FEBRUARY FOR PLAYSTATION (NOW IN JAPAN) 
The original Alundra was an enjoyable action/RPG that appears to have given rise to a 
worthy sequel. Alundra 2 focuses heavily on action, puzzle ere and minigames Before 
fighting a certain boss, players must 
first run from it while avoiding obstacles 
and setting up hazards as it chases 
them down a spiral ramp. Alundra 2 
looks to be a good mix of RPG, 
action/platform, and adventure. We 
look forward to getting our hands on the 
first English version of the game some 
time next year. 
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REATED BY: CORE FOR EIDO 
AVAILABLE: NOVEMBER 19 
Who's the babe in the seat? Why none other than a young version of Lara Croft, who in many 
ways resembles the famed actress, Alysa Milano. These new shots also show Lara's mentor 
(in the white suit) who teaches our young lass everything she knows. Rumor has it that the 


relationship between the two adventures was a rocky one, and the mentor may be the 
arch-nemesis is this fourth installment. It just sounds too cool to be denied, doesn't it? 


NASCAR RUIN G - PLAYSTATION 

CREATED BY: EA SPORTS 

AVAILABLE: SPRING 2000 

Milk it. Milk it real good! Electronic Arts is bringing yet another NASCAR title to the 

PlayStation playground in the same vein as Michael Jordan: Chaos in the Windy City. This 
time around, these drivers, who are all 
trained to make clean left-hand turns, 
are transferring their high-speed antics to 
the real world. In NASCAR Rumble, a 
NASCAR spin-off, huge air and intense off- CREA Y: INFOGRAMES 
road racing collectively clash with Dale AVAILABLE: 1ST QUARTER 2000 


Jarrett and company. How does a stock car : : : 
handle on a west coast highway? You'll Brought to you from the same people famous for the Test Drive series, Test Drive Cycles 


have to wait until sorina to find out. Woo incorporates a new engine that allows players to race on 12 tracks in this arcade-styled racer. 

iod en ie s a With over 30 licensed bikes to choose from, this game will appeal to many, from bearded 

guys with guts that like Harley Fat Boys to annoying frat Vanilla Ice wannabes that ride 
Kawasaki crotch rockets. 


Game Informer « December:’99 


z : ie = E r4 we = - * ie, 
= Supe ee previe IWS SUpPEC mini pr BEVIS GLuUpoer-mini previews super-miimm MCOWVICVWEZS. Ser run previews "super-m 
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-o Oh look, acre deno game. Andy gets mad at us when we say bad stuff about 
40 Winks is a game set in a pleasant § games in previews, so we're not going to say much about this one. There are tracks, bikes, 


dreamland gone awry. The game features § real racers, and you drive over a lot of bumps. 
two brothers, Ruff and Tumble, who must 


save the Winks, bringers of good dreams, 
from the clutches of the Hoodwinks, bringers 
of nightmares and bad dreams. The 
Hoodwinks have been on the rampage ever 
since their evil leader, the nefarious Nightcap, 
has decided that if he can't get a good night's 
Sleep, no one else should either. In order to 
save the Winks, Ruff and Tumble must beat 
the crap out of the bad guys of dreamland 
with a teddy bear and a candle. They can 
also jump into magic jack-in-the-boxes that 
transform them into new characters like 
ninjas, jesters, and a caveman for brief 
periods of time. Innovation! EA Y: EA SPO 
Venter: haunted s | AVAILABLE: DECEMBER 

LEE EAD e a Wow, we can hardly contain our excitement over EA's college basketball game. It looks a little 
bit sharper than 989's Final Four, but could lose out if Final Four's simulation proves to be 

more intense. What a great year for college basketball gaming. 


gd Ben UE 
Wi EET Em P d S A dre PE — 
i fi Quit be 


EA H FOR 
AVAILABLE: NOVEMBER 9 
With the massive acclaim that its sibling, NFL 2K, has received, NBA 2K should be one 
of the most anticipated Dreamcast titles of the holidays. So far, this one looks like a slam 
dunk. The extraordinarily detailed arenas feature animated polygonal crowds, and there ,» Yx 
are 400 individually modeled players animated with over 1300 motion-captured moves. aid d 
As good as this title looks, the lightning-fast gameplay is the heart and soul of NBA 2K. : 
All this slamma-jamma-ding-dong action should equal big ching-ching at retail. 
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RE! D BY: HASBRO IN 
AVAILABLE: DECEMBER 
You are but a wee lad from a village of wee people who must protect themselves from a 
ruthless bug invasion. There isn’t too much to say about this game. It's a 3D shooter that calls 
itself Subs Al the Cate or the old Centipede are there, but thats about he 
_ Similarity, - 
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Crazy Taxi is simple enough to 


describe. Get customers to the 
location they hired you to take them 
to as fast as possible with complete 


disregard for traffic regulations, 


pedestrians, sanity, and keeping all 
four wheels on the ground. This 
game was a hit in the arcades and 
should end up being one of the 
Dreamcast's premier titles next year. 


iti 
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pn 
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tie 


Take the BASIC monkeys-throwing-exploding-bananas game from years ago and you have 
the gist of Worms Armageddon. Worms takes the formula, adds a ton of special weapons, 
movement, and crazy special attacks like exploding farm animals, and delivers up a pretty 
entertaining game. Armageddon is the third and apparently final game in the Worms series 


and will feature special minigames. 


decide to help a mysterious woman 
from another land. This RPG appears 
to feature both melee and airship-to- 
airship battles and possibly some 
action/RPG elements akin to Zelda. 


Eternal Arcadia is set in an 
environment full of floating islands 
in midair with no apparent earth 


below. Legends are told of this 
mysterious thing called the world, 


but no one has ever seen it. The 
two young main characters live on 
an island inhabited by Robin 


Hood-style — pirates. Their 
. adventure begins when they 


 fhingsfromcaptivty — 


AVAILABLE: DECEMBER — 


The characters are tiny and the Al i 


Pretty rare for a Game Boy Color game. It's also 
rare for the Colts to score 47 points in the first 


half, but hey, it's not done yet. 


It was hard in the arcades, it was difficult on the 
NES, and the port to the Game Boy is just as 
nasty. There are only six levels in this game, but 
you'll find getting your marble to the goal line in 
all six to be tougher than 100 levels in other 
games. Beware the black marble! 


| Build your castle walls, place your cannons, 
and then fire like mad at all the enemies. After 
each bout of warfare, p get a limited 
amount of time to repair the damage. The 
GBC version of Rampart will also have a two- — 


"BERTER E Y: ER IX ae 
AVAILABLE: JANUARY 


If we don't ever see Dragon Quest VII in the states, we may have to swallow a Game Boy 
version as our first chance to play through an English version of Dragon Quest in years. 
Eidos has very wisely decided to port this title to the Western land of gaming. — 


aeitentvas 


2: UNIVERSAL TOUR - — 


||. All the monsters and the cities they love to. 
knock down from the N64 and PS-X versions. 
are coming to the Game Boy Color. Like its 


other console predecessors, the purpose of 


- your decimation is the rescue of fellow gigantic 
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for Using This Guide 
Hard Mode Vs. Easy Mode 


This guide was produced playing the 
game in Hard mode. In this mode, you 
start with far less weaponry and have 
limited [Ink Ribbon] saves. Easy mode 
Starts you with the mother lode of 
weapons and infinite [Ink Ribbons]. 


Conserve Ammo & Saves 


Like Resident Evil games in the past, it is 
not necessarily a good strategy to kill all 
the zombies and save whenever 
possible. Both of these actions not only 
waste valuable time but affect the final 
grade when you finish the game. 
Fighting the Nemesis 

There will be many encounters with this 
incredibly difficult foe. Many times 
throughout the game, you can escape a 
conflict. Other times, there is no choice 
but to fight. We suggest that the first time 
through the game, you try to avoid 
tangling with the Nemesis. If you do 
choose to fight him, the Nemesis will 
drop special items each time you are 
victorious. 


Beat Nemesis the 1st Time Get - 
Eagle Parts A 

Beat Nemesis the 2nd Time Get - 
Eagle Parts B 

Beat Nemesis the 3rd Time Get - 
F. Aid Spray Box 

Beat Nemesis the 4th Time Get - 
M37 Parts A 

Beat Nemesis the 5th Time Get - 
M37 Parts B 


Sales Office 


Item List 


@JH. Gun Bullets] [F. Aid Spray] [Dairie’s Diary] @[Warehouse Key] [Ink Ribbon] [Gun Powder A] x2 @[Green Herb] x 2 G [Shotgun] [Lighter Oil] 
@ [Uptown Map] [Green Herb] x2 @[Grenade Rounds] found after getting the [Crank] Up{18} © [Lighter] [Clock Tower Postcard] [H. Gun Bullets]. 
[Red Herb] x 2 [Photo A] @[Gun Powder A] [Gun Powder B] @[H. Gun Bullets] [Mercenary's Diary] @[Blue Herb] x2 [Fire Hose] @[Blue Herb] 
x2 @[Crank] @[Business Fax] [Manager's Report] [F. Aid Spray] [Ink Ribbon] @)[Oil Additive] 


o © Start 


d Up @ Find The [Warehouse Key] 


WARNING 


This is a game walkthrough. It may spoil the enjoyment 
of the game. USE AT YOUR OWN RISK! 


Beat Nemesis the 6th Time Get - ; ; ; 
F. Aid Spray Box E “p on dicio on ME Move to the E, climb over | 
Beat Nemesis the 7th Time Get - Pei creme the box. 

Unlimited Ammo Pack 3 Up @ Uncover The [Uptown Map] 


Up €) Enter the Bar and locate the 
[Lighter] 
EF 


Use Oil Drums & Explosive Packs 


There are many locations that contain 
red oil drums or explosive packs. When 
shot, these items will explode and kill 
everything within a certain radius 
(including you). We've attempted to point 
out many of the locations of these 6 


P re 
Up @ Burn the door with the 1 1 Find the [Warehouse Hey] | 


sin After a short conversation with a lunatic, search the area @ for 
items and move up the stairs to the Warehouse Office @. Look for 
the [Warehouse Key] hanging on the wall. Use this to open the 
door on the S side of the Warehouse. Also, Check the Game 
Instructions found in your inventory. This will take them out of 

—4 inventory slots and place 
i i | i | them in the File location. 


Police @ Enter the Police Station 


explosive items. They become very (Raccoon City Police Department) 


useful in aiding the fight and conserving 
ammo. 


Gun Powder — The Random Items 


We have attempted to list all the items 
located throughout the game; however, 
[Gun Powder] is often placed in random 
locations. Because of this, we do not 
mention all occurrences of [Gun Powder] 
available in this adventure. 


J Police € Get the [Police Station 
. Map] 


® Police @ Secure the [Blue Gem] 


|. Police @ Acquire the [S.T.A.R.S. 
.. Card] 


IESU 
For mixing instructions, refer to the in- à 
: oe : Police @ Use the [S.T.A.R.S. Card] 
game Pig A mg , on the computer console. 
All directions are abbreviated. For name 


Police @ Use the password in the 


example, S = South or W = West. - 
'* Evidence Room 
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Immediately after you enter the door, a flood of ME GRE Sn 1 Q Jump up on the crates next to the green fire 
zombies will greet you. Lure them out into the MESE moame 1 PN | escape. There is an [Uptown Map] on the wall. 3 
street © to get a good shot. If you're feeling MEME AE ips dj You will refer to this very often. The map will EE 
tough, try to avoid them and make your Way (a a often give you clues about where to go next by B 
down the stairs. Inside @, you'll find the ma highlighting doors that are indicated by red 
[Shotgun] that will : w : [9g flashing lights. Climb up the steps and you'll find MISE 
dispose of this horde BI some [Green Herb]. 

in a hurry. Also, don't 

forget the [Lighter 

Oil]. 


Benelli M38. Will you take BI You'll encounter S.T.A.R.S. member Brad ex 
An easy to carry the Lighter Oil? fighting off some zombies ©. Help him out 
eared ej xotrah. Yes and then follow him up the stairs into the Bar. SE 
After a short cutscene, check next to the MANME 
phone for the [Lighter]. Combine the [Lighter] g ms 
As you make your way to the door on the W end § YN Om " D dinde rcd A Rd du 
of this street @, a slew of zombies will attempt to | Y NS Hn 
make you their dinner. Retreat back and you will | 


and let the zombies advance to it. Using the Hi z iè W Will you take 
[Hand Gun] and some precise timing, take a shot nit. m the sss 
next to the barrel. The ensuing explosion should | 

take care of most of them. After that, use the 


[Lighter] on the door to unlock it - à; — If you played Resident Evil 2, you will already i" id 
mm 7 recognize the surroundings. Enter from the street | 

@. You will quickly have your first encounter with "RES 
the Nemesis. The screen will flash and you will 

enm pum spain oa ig have to make a quick choice. i 

on't worry, you don't spend much time in this OUS ; ; 
throwback section from Resident Evil 2. Take a look r .9^- ; 5 dod Hla 
next to the computer console for the [Police Station | ] 


Map]. Also look for bullets and health herb. et m A If you choose to go toe-to-toe with the $ 
III Nemesis... 


Tiva the 94 Make sure to have plenty of firepower and health 

Y - ready. If and when you defeat him, be sure to check 
the body of fallen comrade Brad for an item. If you 
check this item in your inventory, you will get the 
[S.T.A.R.S. Card]. (Glance at steps 10 and 11 to 1 TE 


You can find Officer Marvin's [Report] and some Save SUN Ume) 
[Shotgun Shells] in the RPD Office @ prior to If you enter the Police Station... 
mw getting to the Evidence Room @. Upon entering This is the easy route, and you will immediately 
the Evidence Room, enter the lobby of the Police Station @. 
look in the locker Highly advised. 
immediately to the left. 
It contains the [Blue 
Gem]. This gem can be Only the strong survive and fighting the Nemesis for 
a Stored when you get the first time is definitely a learning experience. You 
Will you take the chance. may die a couple of times before actually winning the battle. i 
h Sain || The weapon of choice is obviously the [Shotgun], and you will EE ESE 
have to hit him with about 20 to 25 rounds to put him down. M 
Don't let him corner you, and keep on the move. Evade his 
charges, and if you get knocked down, mash on all the 
controller buttons (including the directional) to get up faster. 
Also keep track of your ammo supply and use the inventory screen to reload. It is much 
ammo to kill them, just enter the door to enter faster to reload this way. When 
the next room @. i GST e you defeat him, you will be 
Look for the BA p dew ox = rewarded with [Eagle Parts A]. 
[S.T.A.R.S. Card] on — : 
the front desk. Also | Will you take 
: look for an [Ink Tuae the EAGLE Parts À 
Ribbon]. 


Making your way down the hall @, you will see 
some zombies in the distance. It is a waste of 


In the rear of the Evidence Room @ is a locker 
that requires a four-digit password. Using the | 
code you got from the computer, input the digits. | 
The door will open to reveal the [Emblem Key] 
(STARS Key). Now, 

stop at the Darkroom 

© to save your 

progress. 


Make your way back to the Lobby of the Police E 
Station @ and use the [S.T.A.R.S. Card] on the 
computer console. The computer will generate a 
four-digit password for the day. This password is 
random, so be sure to write down the number. 


12 Police D Enter the S.T.A.R.S. Office 


POLICESTATION 


Stairs to 1F 


13 Use The [Lockpick] 


Stairs to 2F 
14 Make Your Way Downtown 


15 Down @ Get the [Power Cables] 
16 Down O Locate the [Downtown Map] 


1] Down @ Go to the Save Room 


18 Down © Search the Restaurant 


19 Down © Run Into Basement or Hide 
In The Kitchen 


20 Down (D (D Explore The Newspaper 
Office 


21 Down @ Use the Gems To Enter City 
Hall 


22 Down (D (D Get To The Trolley 


Item List To Uptown 


23 api acd | Sy pal OJS.TAR.S. Card] - only if you fight Nemesis @[Police Station Map] [H. Gun Bullets] [Green Herb] x3 @ [Marvin's Report] [Shotgun Shells] 
@ [Blue Gem] [Emblem (STARS) Key] @IS.T.A.R.S. Card] [Ink Ribbon] @ [David's Memo] [Ink Ribbon] @[Red Herb] x2 @ [Lockpick] [F. Aid 


2 4 Down @ Locate & Acquire The Spray] [H. Gun Bullets] [Fax] [Magnum] or [G. Launcher] 
[Bronze Book] ; 


[ 


12 [ 
On your way to 2F €), stop at the Darkroom | "mm j E d» At the opposite end of the You have almost made it Downtown, 
© to save your progress. After using the | € Ww || entrance to the Police Station, there f] but in this area you'll be under attack. 
[Emblem Key] to unlock the S.T.A.R.S. | e E B] isalocked door. Use the [Lockpick] to Run around the bus and look for a 
Office @, you will find a number of useful | ài WE. | jimmy the lock and give you access to small alcove on the right and enter 
items. The [Lockpick], [Magnum], [F. Aid | j d dE du a new area. In the next alley qb, this door. 

Spray], [H. Gun Bullets], and [Fax] can al Be. check the corpse for items. 
be found in this haven for the S.T.A.R.S. | T ge 


ALAR ] 


You used the 


jim Key. 


leave, you will hear a message over the radio. EE [aie Ree ed 
| Now make your way out of the RPD. i APR 
| o You've used the .- 
Lockpick. ae 


As you make your way out of the 
RPD, you'll again encounter the 


Nemesis! He will appear at the bottom of the E a B Inside the Parking Lot @ you will be Wey | | | 
Ew my 4 z ] 


stairwell @and be armed with a rocket A o> | | greeted by some zombified canines. A car & 
launcher. To say the least, taking him on is am ETEA EE] inthe corner will be sparking and here you 
Suicide, as his weapon will make quick work of m i f} will find the [Power Cables]. You will not 
you. We highly advise that you continue to run 4 ds need these for a while, so we advise you to 
for the entrance, but if you choose to take him c - BU store them in the Save Room @. 

on, we suggest fighting him outside of the ^ ) | 

S.TA.R.S. Office. You can use the corner in an 

attempt to make him waste his ammo. Again, it 

takes at least 20 to 25 blasts with the [Shotgun] 

to take him down. However, unloading with the 

six-shot [Magnum] will take his health down by ! Wr | 

almost half. If you are foolish enough to ee A | me mee 

attempt this feat, you will be rewarded with | " EUN | Will you take — 

[Eagle Parts B]. MESS 2 | the Power Cable? 
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Immediately upon entering @, you'll see a IE. ile” 1 s In preparation for an altercation with a nasty foe, get to the Shopping District Save 
[Downtown Map] stuck to the wall. Grab it. A asi rod n^i Room @. Inside, grab [Shotgun Shells], store the [Rusted Crank], and be sure to save. 
few steps beyond that, the perspective will SEE SE ioiii DUREE: ez If you haven't already discovered this, the alley prior to this room @ is crawling with the 
change and a crate will be dangling in the air ESSEN NEN | undead. It is best to clear this area as you will use this thoroughfare often. 

above. Equip the [Hand Gun] and aim up at r^ ne " — — i 

the crate. One or two shots will send it d 

crashing to the ground. Doing this will 

automatically kill one of the next foes. Before 

you go any further, equip the [Shotgun] and venture forth. A nasty beast will put the Um 

on you, but he is no match for a couple of blasts from the [Shotgun]. 


In the back of the Restaurant © next to the g 
door is a small cupboard. Use the aon to J 


When the Nemesis arrives, you will be faced with | W 
the two choices above. 


If you run into the basement... 
Carlos will accompany you and a water main will 
tv Gul break and continue to fill the space with water. f 

a ore Use the [Bia Hook stig What you must do is run to the other end of this | 
steel cover on the floor. You will then meet watery corridor where you'll see a small ventilation 
Carlos, and after a short conversation, the shaft above you. Hit the action button and Carlos | 
Nemesis will arrive. will come help you escape. You will end up in the 

Shopping District ©. 


If you hide in the kitchen... 
x Jill will grab the electric lamp and toss it into the $ 
There is a [F. Aid Spray] in plain sight and also B. | S kitchen causing an explosion. This concussion will § 
[Photo B] next to the phone @. Now push the | Wy | knock the Nemesis unconscious and you can pick 
stepladder to the vending machine and climb up. a= Ap up the special item next to his body. This is easily 


Hit the switch to activate the power to the door. me 5 A the best technique as you can advance to the next 
Climb down Lala Y street @ where you will see the Nemesis again. 


and open the M R. You wil still have to avoid him later on, but itis an. E& 


shutter. Move SDPN N NA easy trick. 
up both sets of 3 
stairs, down the 
"-—— hall, and enter the office @. On the desk you'll find the 


Will you take 


e rora Gan? [Green Gem] and also take a look at [Photo C]. 


Inside the Trolley @ you'll find the [Mechanic's Memo]. 
aa ole This will tell you a little bit about how to activate this 
With both the [Green Gem] and [Blue Gem], ESSE UM transportation. After a short interlude, look at the 
move to the clock next to the large gate. Use 1 AN wounded and go to the next car. A conversation with 
both of the gems on the clock. This will open the "T : Se UNE TI Carlos and 
gate and you can continue on. Before doing Di Fá FS : DOMUM Nicholai will gi 
this, make sure you have the [Rusted Crank]. — MEME. Loc ey wn TT. A ensue. You will 
* S gh: Fa get a shoulder harness that increases your 
inventory slots by two. 
After that, take the 
[Wrench] and hit the 
streets for the 
à 2 ` SU | : Du VI vou dis — Gas Station. 
Outside the Gas Station @ is a panel that is the as meis a go [the Wrench? 
perfect fit for the [Rusted Crank]. After you > E 
attempt to use this item, it will break. Then you 
must use the [Wrench], finish the job, and raise 


the shutter. 3 a — T As you make your way to this area, a horde of 
Once inside @, you'll have a short talk with EU y F zombies will bust through the door @. After 
Carlos and you'll be able to locate a [F. Aid EE EIZEI ; making quick work of them, enter this park @ 
Spray]. In the cabinet near the [spray], activate MIB ^ and move to the statue. Hit the green switch and f 
the switch to start a fairly simple puzzle. The Doo Nw CT you will acquire the [Bronze Book]. 

goal here is to activate the light that is A 3 = 

highlighted. It & 
may take a 
couple minutes of 
trial, but it will | 
soon reveal the 
[Machine Oil], — | 


Two Ton" $ 
the hour EL 


Will you take 
the Machine Oil? 


25 Down @ Use the [Bronze Book] 
à. To Get The [Bronze Compass] 


Án 


26 Down @ Use the [Bronze 
Compass] To Get The [Battery] 


21 Down @ Power-Up The 
Elevator dis The [Battery] 


28 Down 609 Explore The Sub 


Station 


g: 


29 Down ® Beware Of Nemesis 
30 Get The [Fire Hose] 


31 Put Out The Fire 


32 Look Into The Sales 
Office 


Item List 


dd Down @ Return Downtown @ (Power Cables] @[H. Gun Bullets] [Ink Ribbon] Q [Downtown Map] G9 [Green Herb] x2 [Bronze Compass] €9 [Shotgun Shells] [Rusted Crank] 
GlFire Hook] [City Guide] @D[H. Gun Bullets] (D [F. Aid Spray] [Photo B] [Green Gem] [Photo C] (D [Green Herb] x2 @[Shotgun Shells] 


34 Down @ Return To The Trolley € [Fuse] @[G. Launcher] or [Magnum] 


In the SE corner of the street @, place the 


[Bronze Book] in the empty space and take the 


[Bronze Compass] from the spot to the left. 


Will y: you take 
the Bronze Compass? 


Return to the statue next to City Hall (where you 
found the [Bronze Book]) & and use the [Bronze 
Compass] to acquire the [Battery]. 


Return to the area where you first encountered i 
the strange crawling creature @. Beware of the 
new poisonous creatures and then take the 


control. Take the elevator down. 
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«D[Mechanic's Memo] (D [Wrench] &D[F. Aid Spray] [Machine Oil] €D[Green Herb] x 3 [Bronze Book] [Battery] @[H. Gun Bullets] @[Red Herb] x2 


the transformer (with red flashing light) to manual mode. MN 
Move to the other panel and follow these commands to IS 
open the two doors: BT 


1st Door @ 
Red, Blue, Blue, Blue 
2nd Door @ 
Blue, Red, Blue, Red 


Move into the closest room @ and gather up the [Fuse]. 
When you exit the room you will have a choice. 


1) Head for the Emergency Exit 
2) Increase the Electricity Output 


If you take the emergency exit... 

The Nemesis will be on hand. Just reenter the Sub 
Station to avoid him. However, you'll have to mow down 
some zombies. 


If you increase the output... i 
This is by far the easiest choice. It will fry the zombies who 
are attempting to get in. 


In any case, check the desk for an item, and look in the 
locker in the 2nd Room @ for the [G. Launcher]. 


If you chose to take the emergency 
exit, you will be greeted by the Nemesis when you 
return to the street @. It will be a tough fight in this 
confined area, so the best strategy is to run. 
However, if you are feeling tough and have plenty of 
ammo, we suggest attempting to use the cars in the ig 
street as a kind of shield. Again, keep your distance | 
and use the entire area. If you chicken out, just enter 
the elevator to escape. 


RETURN TO UPTOWN > > 


In the alley ® containing the small Save Room @®, look for the hydrant next to the 
crackling fire. Use the [Fire Hose] on this hydrant and Jill will show you her 
fire-fighting skills. 


[Wrench]. At the end of the 
alleyway @, use the 
[Wrench] to acquire the [Fire 


Hose]. Discard when 
prompted. 


Upon entering the 


Sales Office @, you'll | 


encounter Nicholai. 
Next to the corpse, 
grab the [Business 
Fax] and the [F. Aid 
Spray]. Search the 
desk for the 


will you take 
the Oil Additive? 


‘Will you take 
the Fire Hose? 


[Manager's Report] and 
then use the remote 
control. Note the name of 
the product featured on TV 
and use the word 


[ADRAVIL] as a password 


on the computer terminal. 


This will unlock the door. Before you enter @, grab the [Ink 
Ribbon] on the far side of the desk. 


Enter the door and grab the [Oil Additive] @. On your way 


A strange thing will happen in the Parking Lot. i floor will cave in and you'll 


be faced with a choice. 
1) Climb Up  2)Jump Off 
Either choice is pretty easy. 


If you climb up... 


If you jump off... 


You simply begin exactly where you started. Just continue on. 


Just continue down the path and climb up the ladder. You'll end up at the FF / 


entrance to the Parking Garage. 


On your way back to the 

* Trolley D, you again meet 
Nemesis near the City Hall qp. 
There is some space to work here, 
So try not to get trapped at the end of 
the alleys. Again, this is a tough fight 
and there are some upcoming 
battles where you will need plenty of 


2 ——— 


When you reach the park beyond City Hall (Lonsdale Yard), a hole 
will open and you'll fall in. You must hit the two switches at either end of the 
corridor to power-up the ladder. One switch is immediately to the right of 
where you fell and the other is down the tunnel next to the ladder. You must 
be quick because as soon as you go toward the switch, the beast will attack 
and push you away. 


To defeat this beast, you'll find points at either end of the corridor that trigger 
its attack. Creep forward and when you see the screen shake, move back a 


f out, zombies will attack. Shoot the valves to release steam 
| on your foes. Note: [Machine Oil] 
+ [Oil Additive] = [Mixed Oil] 


The Crank 

This item, found in the street 

near the Sales Office @, can be wil E 
used to open the shutters near 


the Bar ©. Inside, you'll find [Grenade Rounds]. 


ammo. You are advised to run for 


your life couple of steps and fire a couple of shots. Repeat this until the beast is dead. 


(It takes approximately 40 shots from the Hand Gun to defeat this foe.) 


On your way back to Downtown, the Nemesis 

will again make an appearance in the alley 
where you AUAN the fire @. Are you up to the 
challenge? Do you 

have enough 

ammo? We suggest 


Make your way to the Trolley, making sure you have the [Mixed Oil] 
(Machine Oil] + [Oil Additive]), [Fuse], and [Power Cable]. Inside the Trolley 
@, 90 to the panel in the back and use the [Mixed Oil], [Power Cable], and 
[Fuse] to start up the Trolley. Carlos will enter and give you [Flame Rounds]. 


After a short conversation, move to the other end of the Trolley. Carlos will | 
get the Trolley moving, and you should investigate the disturbance with 
Mikhail in the other car. You will now have to face off against the Nemesis. 


You won't have any choices in this battle. You must take on the Nemesis. With the [G. Launcher], the 
Nemesis isnt too hard to — 


Nemesis isn't too far away | 
otherwise he'll dodge the shot. 
Keep tapping on the action button 
while aiming to shoot and evade his JE 
attack. If he knocks you to the ff 
ground, be sure to mash on the Jas 
directional pad to get up quicker. 
Once you put him down, Mikhail will 

take care of the rest. 


35 Make A Choice In The Trolley 


3B Clock © Find the [Clock T. Key] 


ET] Clock @ Enter the Dining Room 
Using The [Clock T. Key] 


38 Clock @ Find The [Mine 
Thrower] 


39 Clock © Locate Another [Clock 
T. Key] 


40 Clock © @ Up The Tower 


| 41 Clock @ Get the [Chronos 
Chain} 


AZ Clock @ Make Another Choice 


AZ Clock © Use the [Chronos Key] 


44 Clock @® Solve The Clock 
Goddess Puzzle 


45 Clock @ Develop The [Chronos 
Gear] & Ring The Bells 


46 Clock (9 Get Out Of Clock 
Tower 


In this Bedroom 6, look [vw 
behind the fallen picture for 

the [Clock T. Key] (full circle). 

If you go down to the end, 

you'll see the Trolley and 
zombies will attack. 


Will you take 
the Clock T. Key? 


At the top of the stairs ©, TY 
beware of the spiders and jy 
note the explosive pack on | 
the wall. Running is the best 

way to get past them, but the 
Shotgun will make quick Mee 
work of these arachnids. j 
Through the next door @, 

use the [Clock T. Key] (full 
circle) in the keyhole on the 


copper metal plate to lower 
the ladder. Discard the 
[Clock T. Key] (full circle) and 3 
climb the ladder. Also, look 
for the [Red Herb] x2. 
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After the battle with Nemesis, you will have to make another choice. 
1) Jump Out of the Window 2) Use the Emergency Brake 


If you use the emergency brake... 
This will send the Trolley to a crashing halt at the Clock 
Tower. 


1 If you jump out the window... 


You will enter the Clock Tower area via the Bedroom 
and have to do steps 36 - 39 in reverse order. 


There is no time for prayer. In this 
Chapel/Save Room 6, check the 
shelf for the [Clock T. Key] (half 
circle). 


Will you take 
the Clock I. Kev? 


In the Main Entrance of the Clock Tower @, the corpse 


Outside @ the Dining Room, a horde of zombies will crash your 
has the [Mine Thrower] and is also holding the [Operation 


party. These undead are easily avoided. Just use [Clock T. Key] (half 
circle) to open the door and cass MEE: Instructions]. Look on the desk for the [Clock Tower Map] 
enter the Dining Room ©. 3 Soe TM ZS and [F. Aid pa 

aw I WEN 1 Spray]. Also, 

[Blue Herb] is 

growing on the 

Side of this room. 


At the top of the Clock Tower is the Machinery/Save Room @. On the 

shelf is the [Silver Gear]. There is also an [Ink Ribbon]. Store the 
[Silver Gear] for the moment, and turn your attention to the puzzle 
located near the entrance of the room. 

Puzzle - There are switches marked A to F, and you have the choice 

to move these switches up or down to match the tune played at the SIS 
start of the puzzle. Just listen to the tune before the puzzle and this MEE 
should be no problem. 


Here is one solution, although the puzzle is random. 
Switch A Up - Switch B Up - Switch C Down - Switch D Down -Switch E Down. 
1 - Switch F Up and then Play 


A panel will open revealing the [Chronos Chain]. The [Chronos Chain] PT 
[Clock T. Key] (half circle) = [Chronos Key] 


ill you take 
the Chronos Chain? 


As soon as you get down the ladder @, the Nemesis will appear and 
you will be given two choices. 


1) Use the Light 2) Use the Cord 
If you use the cord... 


Jill will give Nemesis a short circuit and he'll instantly go down. You 
can grab the goods he drops. | 


If you use the light... 
The Nemesis will be blinded and he will fall from the tower to the 
ground. 


i | To Park/Hospital 


Return to the Library @ and look out for the MIN 
Nemesis. Grab the [Art Picture Postcard], [Ink sA 


Ribbon], and [Grenade Rounds] if you haven't S 
already. Then use the [Chronos Key] to unlock the Vs 
door. Discard the [Chronos Key]. 


44 


| 
Collect the [Amber Ball], [Obsidian Ball], and [Crystal Ball] from the statues and go to 
the three clocks on the other wall. What you need to do is get the clock in the center to 
read 12:00. To do this you must place the correct ball in the corresponding clock. This 
Puzzle has a number of solutions depending on what time the Present Clock reads. 
| 


From left to right, the clocks are: Past Goddess, Present Goddess, Future 
Goddess. 
Past Present Future 
Amber Ball (Yellow) -3:00 +3:00 +6:00 
Obsidian Ball (Red) -2:00 +2:00 +4:00 
Crystal Ball (White) -1:00 +1:00 +2:00 


Example: When the clock reads 7:00, place the Obsidian (7-2=5) in Past, the Crystal 
(5+1=6) in Present, and the Amber (6+6=12) in Future. 


CLOCK TOWER 
Here are some of the possibilities: 


5:00 Crystal Obsidian Amber Item List 


7:00 Obsidian Crystal Amber @ [Green Herb] x3 [Blue Herb] x 2 @[Clock T. Key] (half circle) @[Mine Thrower] [Operation 

9:00 Obsidian Amber Crystal Instructions] [Clock Tower Map] [F. Aid Spray] [Blue Herb] @[Art Picture Postcard] [Ink Ribbon] 
: idi [Grenade Rounds] @ [Clock T. Key] (full circle) @[Red Herb] x2 @[Silver Gear] [Ink Ribbon] 

ue Ampar Obsidian Crystal [Chronos Chain] @[Amber Ball] [Obsidian Ball] [Crystal Ball] [Mercenary's Pocketbook] [M.T. 

The Present Clock will open to reveal the [Gold Gear]. Also, a Rounds] [Gold Gear] 

[Mercenary's Pocketbook] next to the bodies in the corner and [M.T. 

Rounds] are in the back alcove. 


Inside to the top of the Clock Tower @. Combine 
[Gold Gear] + [Silver Gear] = [Chronos Gear]. 
Use the [Chronos 
Gear] on the gear 
mechanism in the 
5 Ld back to activate the 
; uhder the die clock bell. Be sure 
to save before ver deemed 
il E esigne A 
dabis after a god of 
time 


You have already been hurt a little, so be careful to keep your distance. A 

good way to get separation is to run around the hedgerow that is directly 

| behind, The [Mine Thrower] works quite well, but the [G. Launcher] is even better 

| because the damage is immediate. The Nemesis will go down one time, but will 

oon get up for more. Just attempt to use the hedges as a shield and use the 
evade maneuver. 


D 


begin in the Chapel/Save 


Room ©. Move to the 
Goddess Clock Room ® 
and push the bell in the 
back of the room to gain 
access to the door. 


Stairs Down to [5] | 


Game Informer « December '99 99 


4] Hos © Activate The Hospital 
Elevator 


48 Hos @ Acquire The [Vaccine 


Medium] 
49 Hos © © Up To 4F To Find 
[Sickroom Key] & 3-Didgit Code 5 TO Parken Tower 
: e — 
D) Hos © More Vaccine iN | à , ! Item List 
EU... | Y @ [Red Herb] x2 
B1 Hos @ Avoid The Hunters T @IF. Aid Spray] [Ink Ribbon] 
"EV @ [Director's Diary] [H. Gun i 
1 bw Bullets] [Tape Recorders] p: 
92 Hos @ Escape The Hospital UM [Hospital Map] [Blue Herb] 7 
Jh G [Random Items] T 
53 Clock @ Return To Jill — Vs. y GMedical Instruction Manual] i 
gg d @[Sickroom Key] [Photo D] 
rs ©3-Digit Code 
54 Clock © Give Jill The [Vaccine] » QD Vaccine B(V)ase] 


55 Clock Get to The Park - 
Vs. 


Park @ Get The [Park K 
96 a qa eet the IPS nside the Doctor's Lounge @, find the [Director's Diary] on the 


corpse, the [H. Gun Bullets] in the locker, the [Tape Recorder] on 
the desk, and the [Hospital Map] on the wall. Don't forget the 
| eg! [Blue Herb]. 

k The N kK p o E in the corner is a console. Push the button to activate the 13 
J8 Park Gp Gat The Near Keyi UN Sees microphone. Then use the [Tape Recorder] to open the elevator Eaki 
doors. Enter the elevator and go to B3. ^ 


51 Park @ Enter The Park With 
The [Park Key] 


B Park © Drain The Pool 


60 Park @ Through The Graveyard 


61 Park © © Another Use For The In the Lab @, grab the [Medical Instruction Manual] and this will explain a little bit of the next r sie 
[Lighter] puzzle. Grab the [Medium B(V)ase] from the shelf. Now, switch on the electric power supply on the PESE 
prat console with the green flashing light. Use the [Medium B(V)ase] on the console to the left. 


nd NL tte rt e 


As you move down to the Data Room 
© on 4F, note the explosives on the 
wall. Inside @, beware of two hunters. 
Once they are gone, find the [Sickroom 
Key] and the [Photo D]. 


In the room up the hall ©, take a look 
at the dead doctor right inside the door. 
He is holding a slip of paper with a 
three-digit code. Make note of it. 


| 


= UL EEEEYEE 


grum We 
XT E 


synthesizer? 


A good strategy is to select below and open either the A or B valve. Now move above and 
experiment with the other three. When the levels match, you'll receive the [Vaccine Medium] and 
a surprise. 


Use the [Sickroom Key] to enter T -i 

this room @ and discard the key Ie EB. After exiting the Sickroom @, you'll find two nasty | 

when done. : £j hunters in the 4F Hall @. One strategy we found is to | 
; i N try to enter the elevator and when the door doesn't | 

D Ed w Í aN close, head back down the hall to the S, luring the | 

push the file cabinet onto one of ds hunters toward the explosives on the wall. One shot will 

the four spots to open a secret ! à do the trick if you succeed with this strategy. If you have | 


panel. You'll receive a little shock Dx fag the ammo, let ‘em have it! 
if it is not the correct spot. Just | NU 

leave the room and reenter to 

reset the puzzle. 


When the panel opens, use the 
three-digit code you got earlier to 
open the freezer. Collect the 
[Vaccine B(V)ase]. 


Will you take 
the Vaccine Base? 
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When you reach the Main Entrance of the Hospital @, you will notice a timed explosive b Make your way back to the Chapel where you left Jill ©. In the Main f 
on the wall. You'll have just seconds (7) to get out of the Hospital before it explodes. Head SII Entrance @, you'll encounter the Nemesis. The best strategy is to run, but you can take 
for the door! him down. If you choose to run, look out for him in the room outside the Chapel 6. 


99 
Make sure to have the [Lockpick] in your inventory and head out to the 
When you reach Jill @, combine the [Vaccine Medium] + [Vaccine B(V)ase] to make Park area via the Clock Goddess Room Q9. The Nemesis will immediately be on your tail 
[Vaccine]. Use it on her and you will again control her. @ and, again, you should attempt to avoid conflict if you value your life. 


Use the [Lockpick] on the door to access oor 
this Save Room @. Inside find an [Ink Look out for the hunters in this area @ and note the 


i red exploding barrel about halfway down. Here there is 
iid [Park Key], and other [Random i a dead mercenary 
D A carrying another 
[Park Key] and 
[Written Order to the 
Supervisors]. Further 
mE COWN the path on the corpse are some [Magnum 
Rounds]. 


Will you take 
the Park Key? 


In the area to the W of the Park's Main Entrance 

; @, enter the water via the stairs and move to the 

UU TANE debi yd other end. Look at the picture for the correct 

the key. | 8j placement of the gears to drain the pool. Use the 

: fountain control panel (blue machine) to position 

Wil veu taka 1 I3] the gears accordingly. You will only have six 
the Park Kev? 


moves to get the placement right. Once the 
hr cv Mer B pool is drained, go down the ladder and 

You probably don't have the lighter handy. Lot Po S / qM I ) J SN. make your way to the next door via the 
Luckily, you can grab it out of the adjacent Save T Eo W D. == USTRATÉ sewers. Also note that this area contains 
Room ©. In the Graveyard Maintenance Shed BEP R A [Green Herb] x3 and [Blue Herb] x2. 
©, grab the [Iron Pipe] and use the [Lighter] on j j AUN ae 
the fireplace and then discard this now useless 
item. The short blaze will reveal an opening in 
the back of the fireplace. Use the [Iron Pipe] to 
make the opening bigger. 


The [Park Key] will open the door on the far E 1 
side of the Graveyard @. Use the [Park Key] 
and then discard it. There are also [Red Herb]s 
in this area. 


Park o Get Another [Park 
Key]? 


62 
63 
64 , 


65 Another Choice 


Park @ Vs. - Return Of The 
Worm 


Park o Use The [Park Key] 
(Again)! 


BB Dead © Find The [Facility Key] 


Dead €) Power-Up The Safety 
System 


67 
68 
69 

Dead © Test the Water, Uniock 
10 a fied! 
n œ: 
12 
13 Siete 

SR 


14 Dead €D 4D Make Use Of The 
[Card Key] For The Last Time 


Dead € Obtain The [System 
Disk] 


Dead @ Acquire The Water 
Sample 


ad © Use The [System Disk] 


Dead ©) Vs. - The Nemesis 


© @ Get [R. Launcher] 


Return to the far E of the Park @ and use 
the [Park Key] to unlock the door. Discard 


the key when finished. 


Yep, another [Park Key] is found in this 
secret room @. Also inside are 
[Grenade Rounds], [Supervisor's 
Report], [Fax From the H.Q.], and [Ink 


To Dead Factory 


Ribbon]. When you try to exit, the radio 

will activate. In the main room you'll 

encounter Nicholai. Get your strongest 

weapons, save, and return to the 

{ Graveyard ©. 
a To Clock Tower ® 


Item List 


@ [Ink Ribbon] [Park Key] [Random Items] [Photo E] @[Park Key] [Written Order To The 
Supervisors] [Magnum Rounds] G [Green Herb] x3 [Blue Herb] x2 €3 [Red Herb] x2 G[lron 
Pipe] OF. Aid Spray] @[Park Key] [Grenade Rounds] [Supervisor's Report] [Fax From The 
H.Q.] [Ink Ribbon]. 


Will you take 
the Park Key? 


tougher. It will continually surface from underground | 
and then dive under again. The optimal strategy is to § 
get it to surface at f 
the edge of the } 
‘ water puddle and } 
me use the lamppost " s 
as a shield. After many rounds from the [Mine Thrower] and/or [G. Launcher] there will be a short 
cutscene. If you can manage to shoot the two lampposts at either end of the puddle, the water will 
become electrified. Avoid stepping into the water. If the worm touches the water, it will be 
electrocuted. Otherwise, keep your distance and a few more shots will do the trick. A fence will fall 
to allow you to climb out of the pit and back into the sewer. 


In the Resting/Save Room @, meet with Carlos and 
™ locate the [Facility Key]. Also find [F. Aid Spray], 
[Manager's Diary], and [Ink Ribbon]. 


After walking upstairs, you will begin to cross a 


bridge. Here you will again encounter the | 
Nemesis and be faced with two choices. This 
splits the adventure much like the Clock Tower. 


1) Push Him Off 


If you push him off... 
You proceed into the Dead Factory. 


If you jump off... 


2) Jump Off 


After some exploring, you will find yourself in a 
water-filled sewer (Dead Factory @). Locate the 


Machinery/Save 
Room @ and do 
steps 69, 70, 68, 66, 
and 67. 
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Will you take 
the Facility Key? 


In this room ©, there are a total of five switches that 
control the steam — three on one side of the room, two ll 
on the other. The goal is to open a path so you can PRIM 
access the controls for B 
the safety system in the TR wi you push the poing 
back of the room. It | 
EX may take a couple of trials, but the solution is rather 
ms easy. Once at the controls, push the switch to power-up 
the device. 


y 


Use the Jone Key] to enter this room € and look for the [Dead Factory Map] | | 
immediately inside. 
There will be a bunch 
of slow zombies, and 
once they've gone, you 
can find the [System IE 
Disk] on the center [S 
console. 


Making your way to 1F 
of the Dead Factory 
©, you will twist your PARTERET 
= | way to a Save Room ESTNCEROSECETILE 
am O. Here, you will find 
i j and acquire the [Water Sample] next to the console with 


and a [Security Manual]. It List 
em Lis 


QO [Facility Key] [F. Aid Spray] [Manager's Diary] [Ink 
Ribbon] @[Blue Herb] x2 (9 [System Disk] [Dead 


In this room €) deep in the Dead Factory, use the [Water Sample] on the console and Factory Map] [Green Herb] x3 [Blue Herb] @[Card Key] 
you will begin a puzzle that is a lot easier than it looks. The goal here is to match the (b [Green Herb] x2 @[Portable Radar Receiver], 
vertical column graph with the top sample (in white). There are sixteen columns. Each IM [Magnum Bullets] [F. Aid Spray] 

column can be 0-3 units high. 


The way we suggest that you decipher this puzzle is to pay close attention to the columns 
of the sample that are three units high. In each of those columns there must be a 
colored bar. 
Making your way back to 2F 9 may be a little tricky, but once there it might be a good 
idea to save your progress. The next area is tough. 
Enter the door that you unlocked with the water sample. Inside ©, you will have a little 
confrontation with _ 
Nicholai. Then use the BEER 
[System Disk] to 
unlock the door. In the 


next room @, you'll 
When the puzzle is compels the ron meet the Nemesis. : 


map will flash and you will see the 
door on the first floor unlock. Biase d 


Before you go, use the [Facility M $ c d p. | mek. 
Key] in the plastic slot to receive a 
specially encoded [Facility Key]. Also, look for the [F. Aid Spray]. 


' This is probably one of the easier battles against this 
freak. It is also aided by some acid valves. You'll see part of the 
Nemesis’ body burned by acid before the battle. Attempt to lure him 

In the room just off the *» j i 3 : close to these valves and shoot him and the valve. For extra 

Resting/Save Room @, use d II damage, keep your distance and keep pumping him full of lead. 


the [Card Key] to activate the T i TY x: After he is finally finished, quickly find the [Card Key] on the dead 


elevator and go down. At the scientist and use it to unlock the door. 
bottom @, use the encoded : 


[Facility Key] to open the locker 
and get the [R. Launcher]. Also 
find [Grenade Rounds] x 2. 


Will you take 
the B Younnher? 


In the hall @ where you first 
entered, use the [Card Key] 
to open the remaining door 4 
and discard it. Three 
i zombies will welcome you. 
244 Moving down the next hall 
m D. you will see [Green 
| Herb] x2. 


E is a Card Key” 
; reader. E 


/ 15 Procure The [Portable 
' Radar Receiver] IG UNG [PUN GUIG HOUDI FIGLENG st 
- 3 ENS Carlos wil signal you on the radio & ; Elevator to 1F (4) 
Stock Up For The Tem located in this room «B. You will 

automatically pick up the [Portable 

Radar Receiver], but make sure to find 

the [Magnum Bullets] and [F. Aid Spray] 

located here. When you have the loot, 

open the trapdoor in the center of the 

) One Last Choice B] room and digo xs e ladder. 


Item List 


@ [Shotgun Shells] x2 
@ Water Sample] [Security Manua 
[Facility Key] (Encoded) 


— — pape SEES @[R. Launcher] [Grenade Rounds] x2 
Here is where you have the last chance to get | ) gat @[Shoigun Shells] x2 [Incinerator Meno] 


your weapons in order QD. Hopefully, you didnt. BEFORE 1s 
waste any [R. Launcher] ammo as this will be | | if Be ic sited Photo Hie 
the weapon of choice. We suggest taking the f 


there are two boxes of [Shotgun Shells] at the B 
other end of this room. 


The Mercenaries: Operation Mad Jackal 


You are awarded this game mode for beating p 
the game in Hard mode. In this minigame, you 
can choose to play as Carlos, Mikhail, or 
Nicholai. It is a timed event where you try to get 
from the Trolley to the starting point in Uptown. 
Additional time is awarded for killing foes. You 
are awarded money that can be used to 


TER : EX purchase weapons when you play the 
Keep your distance as the Nemesis spits acid. Immediately move around and ff] game again. | 


^^ push in Battery 2. The Nemesis will climb on top of the junk and may corner you. a 

Just shoot him full of rockets and he should start to retreat. When he does, sneak around dii dde iua dps vii joe 

zd Me ee de pue Ee. Pusnm Tide ard watch ME Siow he E time bonus and also some ammo or health. Check the Gas Station, Newspaper Office, 
- BS M ONE _... M] Restaurant Basement, Sub Station, the Sales Office, and the Bar for these surprises. 


This is the warehouse of Resident Evils of 
old ©. Go to the computer in the back of the room (next 
to the #3) and power-up the system. Return to the front f 
and push in Battery 1. A new form of the Nemesis 
will appear. 


New Costumes 


When you try to exit through the door on the E side of this warehouse @, you will see tee. bee fe 


the last of two choices. o B aspecial key that will unlock the Boutique in 
1) Exterminate the Monster 2) Ignore It and Leave E Uptown (Uptown Map @). 

If you choose to exterminate the monster... 

You will watch as Jill finds a [Magnum] and easily finishes off the oozing creature. 


sarkflt that 
ECT pet 


If you choose to ignore it and leave... 
Jill will enter the elevator. 


In either event, activate the elevator to go down to meet Carlos and the transport @. 


LE 


i me FL $ 
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TRAE 
NIS My MAS 


WARNING!!! 


This guide reveals elements and secrets that you may want to discover your- 


self, thereby possibly reducing your enjoyment of the game. 
USE AT YOUR OWN RISK!!! 


BASIC TRAINING 


Extra Lives — When your life supply depletes, head back to a home 
world (Summer Forest, Autumn Plains, or Winter Tundra) and have Sparx 
eat butterflies. If you do this long enough, and Sparx’s health is full, blue 
1-Up butterflies will appear. Gobble them up to get additional lives. Extra 
life butterflies can also be found in glass jars. 


Power Stations — Throughout the game Spyro will run into a slew of 
power-up stations. Whether it be fire breath or an invulnerability shield, 
these powers will help Spyro defeat certain tasks. All you need to do is 
walk through the portal to get the power. 


Skill Points — See To Be Continued? section on Page 113. 


World 1 — Glimmer 


400 Treasure 
14 Enemies 
3 Orbs | 
You won't be able to collect all the treasure on Glimmer without || 
the Climb ability. However, you will be asked to find 100 gems to | 
open the bridge. This is an easy feat to accomplish. Just explore 
every nook and cranny, and along the way, eliminate all the Lizards 
in the valley. After you pay Moneybags 100 gems, Twitchy the 
Gemcutter will be waiting in the next room. If you destroyed all the |$ 
Lizards, he'll reward you with the Glimmer Talisman and will open the 
Summer Forest gate. Instead of entering the gate, back up a few 
steps from Twitchy and pass through the archway on the right. 


In this next area, hug the wall to 
the right and enter the cave. Toss the 
rock at the Lizard, then follow Bounsa 

| to the next rock tossing point. Jump 
and toss the rock at the little Lizard; 
Bounsa will then maneuver to another 
locale. Use the targeting technique he 

Ht) teaches you to knock the Lizard out, 
| then follow Bounsa to the next loca- 


After receiving the Talisman, — W tion. Repeat the rock process again 
head through the archway. 


and again, and he'll eventually reward 
you with an Orb. 
World 1. — Summer Forest 
400 Treasure 

4 Orbs 

Summer Forest is actually the overworld of World 1, but since 
Insomniac Games is a thorn in the side of strategy guide writers, Level 1 
took place before the overworld. In Summer Forest you'll have access to 
several different level gates. Before heading through any gates, collect as 
much treasure as you can, then talk to Hunter. Complete his test and he'll 


&ive you an Orb. Moneybags is waiting iid yeu next to the spring; poe 


er, he’s asking for 500 gems — about j= 
100 gems more than you have. So | 
ignore him for now, then locate and |f: 
enter the second stage, Idol Springs. If^ 


Return With 500 Gems | 
After you collect 500 gems, talk f- 
to Moneybags and he'll teach you | 
the SWIM ABILITY. Return to the | 
area with the Glimmer gate, and 
jump. in. the pond. Swim down 
through the tunnel. On the other 


4 Complete Hunter’s challenge to 
get your claws on an Orb. 


Before time expires, use your 


Gems - One of the most pressing searches in the game is for gems. 
These multi-colored rocks can be used as currency. With enough gems 
you can buy new powers, open gates, lower bridges, and even buy your- 
self some new friends. Here's the color coating value of each gem: 


Blue Gem Yellow Gem Purple Gem 
5 Treasure 10 Treasure 25 Treasure 


Red Gem Green Gem 
1 Treasure 2 Treasure 


After this feat, head back to the area 
where you first met Bounsa. Instead of 
entering the cave, run around the path and 
you'll run into Kanga sitting on a ledge. Talk 
to him and he'll activate the superfly power- 
up. Jump into the energy wave in front of 
Kanga, then fly like an eagle...er, drag- 
on...and light all the gem lamps in this area 
with your explosive fire breath. For this, 
Kanga will give you an Orb. Next, collect all 
the treasure you can. Use the superfly power 
to reach new areas in the lantern area and 
the bridge cavern. When you're ready to go, 
exit the level vi [ 


flame breath to light all of 
the gem lanterns. 


Return With Climb Ability 
With Climb in your arsenal, 
return to this level and ascend the | 
ladder in the bridge room. Up here | 
you'll find all the gems you were | 
missing, and with 10 enemies || 
destroyed, the superfly station will 
activate, and you can light all of the | 
gem lanterns in the bridge room to || 


receive the final Orb. Ascend this ladder to solve the ‘© 
rest of this level's puzzles. 


side awaits a series of stairs and an Orb. From this high location, you 

can see your next destination directly below. Drop down into the water 
and swim through the gate. On the other side, press the red buttons to 
open the gates. Explore this area carefully and you'll find plenty of gems 
Stuck behind red button doors. You'll also stumble across your dear 
friend, Moneybags. Pay him the 400 gems and he'll lower the wall reveal- 
ing a new gate and tons of gems. 


The most dastardly secret on this stage also awaits. Head to the wood- 
en door just a few feet down from the Ocean Speedway gate. Hit the red 
switch to open the door. If you have a good view, you'll see that the door 
behind the opening door is closing, and there's no switch to activate it. 
Hmmm? Close the closest door, so that the second door remains open. 
Now, jump to the window ledge, then jump, glide, and hover up to the win- 
dow after the closed door. In here you'll find an Orb. 


At this point we recommend backtracking to Idol Springs to snatch up 
all of the gems (see Idol Springs: Return With Swim Ability section). On the 
other hand, if you don't care about completing the game with a 100% com- 
pletion status, continue pressing forward and head to the Colossus gate, f 
or enter the Ocean Speedway gate and try your luck on this bonus level. 
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Hurricos 
Crush’s 


Dungeon Idol Springs 


Colossus 


Ocean 
Speedway 


Aquaria 
Towers 


Glimmer 


World E! Idol Springs 


400 Treasure 
11 Enemies 
2 Orbs 

This stage is fairly straightfor- | 

ward. Just follow the path, use your 
flame breath and headbutt to 
destroy the woodland creatures, 
and gather as much booty as you 
can. Ascend the stairs next to the 
colorful tile shapes and you'll 
receive the Talisman from the chief. 
He'll also open a gate leading back 
to Summer Forest. Pass it up for 
now, and ascend the stairs to obtain 
a few gems. When you come to the 
waterfall, backtrack to the chief and 
head through the entrance to his right. Again, grab the gems that cross 
your path, then use the series of ledges to reach an opening. Drop down 
into this area and use the supercharge ability to destroy the six pedestals. 
For this feat, you'll receive an Orb. Return up the stairs and continue jump- 
ing across the ledges to the high grasslands and building tops. Follow the 
gem trail and you'll eventually stumble upon a rocket. Ignite the rocket 
and it will zoom across the screen and destroy the Unbreakable Box at 
the very beginning of this stage. Now, glide down to the location of the 
Unbreakable Box to claim your prize. Take one last look around, then 

return to Summer Forest to obtain the Swim ability (see Summer Forest: 

Return With 500 Gems section). 


World 1. — Colo 


400 Treasure | 
13 Enemies 
3 Orbs 

In this colorful region, talk to the 

locals to activate doors and even a 
lift. Soar from beginning to end and 
gather all the gems along the way. At 
the end of the stage, you'll confront 
the ever-dangerous yeti. After its 
defeat, you'll receive the Talisman t 


and the gate to Summer Forest will i$ After thie yell bites the Big. one, 
jump through this window. 


be activated. Next, head to the right 
and jump out the window. Scale the 
ledge and then skate across the ice. Climb the stairs and talk to Brother 
Kipp. Take the challenge to defeat the goalie and Kipp will hand over an 
Orb. Win a game of One-on-One and you'll get another Orb. Next, backtrack 
to the grassland before the yeti and use the spring power to launch through 
the sky. Entering the springpropeller from both sides will launch you to two 
different rooftops. First, jump to the freestanding building and hop across 
the rooftops to the cave containing a few well hidden gems. Return to the 
spring and launch to the large building. Circle around to the side and you'll 
find the Professor and an evil spirit. Enter the room and the demon will 
depart. Now it's time to flame 10 statues. 


“Use these highlands to reach 
the rocket that will destroy the 
Unbreakable Box. 


Return With Six Talisman 

After completing Aquaria 
Towers, a new gate will open, 
revealing the tube leading to 
Crush's Dungeon. 


Return With Climb Ability 

Swim to the entrance of 
Hurricos, but don’t enter. Explore 
the surrounding room and you'll find 
a ladder on the far wall. Scale it and. 
you'll find the remaining gems plus 
an Orb lying out in the open. 


L3 


Y Jump from window to window to 
solve the troublesome door puzzle. 


Return With Swim Ability 

With the Swim ability under your 
wings, hop into the water and snag 
all the gems before proceeding 
through the tunnel that leads to a 
hidden alcove. Talk to Foreman Bud 
and he'll set up a puzzle. Simply 
step on all four corner tiles and this 
puzzle is easily solved. Return 
through the tunnel and Foreman 
awaits your presence in front of the 
head statue. Use your flame breath 
to knock 10 blue/orange fish into 
the statue's mouth. Don't knock a 
red fish in or he'll spit them all up. 
Next, maneuver to the colored tiles 
and solve the puzzle to obtain Idol 
Springs' final Orb. Here's the order 
of the tiles: green star, orange dia- 
mond, orange moon, white moon, 
blue circle. Before you leave, the 
entire level is open and all 400 
gems can be collected. Just keep 
hunting and you'll find them all. 
After this, head back to Summer 
Forest and proceed to Colossus. | 


Solve this puzzle and an 
Orb awaits. (Order: green star, 
orange diamond, orange moon, 

white moon, blue circle) 


Two of the statues are located at the entryway of the Professor's 
hideaway. Walk straight forward and drop to the ledge below. Here you will 
find the rocket that destroys the Unbreakable Box. You can either glide to 
it or use the spring below to reach the newly acquirable gems. From this 
ledge, another statue awaits just one hop away. The rest of the statues can 
be found by simply backtracking through the level. When searching for 
these, you can also snatch up all 400 gems. When you find all of the stat- 
ues, the Professor will give you an Orb. It’s now time to return to Summer 
Forest. The next destination — Hurricos. : 


World kc Hurricos 


400 Treasure | 
22 Enemies - 
3 Orbs 


Hurricos is slightly more difficult on the previous levels. Just take your - 


time and explore every inch of the terrain to find the diodes (light bulb thin- 
gies) that open the energy gates. On your way, destroy all of the baddies 
that cross your path. Eventually, you'll run into Brainy and he'll hand over 
the Talisman. If you toasted all of the enemies up to this point, a super- 
charge station will activate. Backtrack to it and use the supercharge to 
destroy the Unbreakable Box just a few feet away. Also, use this super- 
speed power to break the wall-mounted windmills to reveal hidden red but- 
tons that shut down the windmills. Before you leave, use the supercharge 


to destroy two additional windmills in the room you exited from just 


ago. One of these windmills hides a red button, the other a hid- 
Ascend this path and talk to Kosmo. Jump and glide to the fac- 


tory to he right, then hop across the windmill and over to the next build- - 


dáng top. Turn to your left and carefully jump across the moving ledges. Now, 
jump to Watts' position and he'll hand over an Orb. 


From Watts continue forward and jump, glide, and hover on to the next 
windmill. These jumps are incredibly difficult and have garnered the name 
“Spyro 2 Trouble Zone 1.” Good luck! If you miss the jump, a helpful wind 
vein awaits on the other side of Watts' perch. After you make it across the 

windmills, the next goal is to cross over the building tops to the plateau 
on the right. From here you'll need to jump, glide, and hover across 


World 1- DUMMY. Beach 


-400 Treasure 

17 Enemies 

3 0rbs | 

. The first goal is to escort the tyke pe 
convoy to a distant location. To do |f 
this, you'll need to light the turtles' | 
butts on fire to maneuver them to | 
step on switches. When you do this, | 
doors open, and the children proceed 
forward. At the end of their jaunt, 
you'll be rewarded with the Talisman. 
Now, backtrack and lay down a reign | 
of terror upon the enemies in the next 7 
few rooms. Why do we ask such 
things? Because you're going to need 
to kill 11 baddies to open the flam 
breath station. Find this station, then | 
talk to Advisor Gromit to learn of the | 
turtle boxes. | 


From here, step into the flame | 
breath station and begin the hunt for || 
the seven turtle boxes. Two are locat- | 
ed in this room — one on a ledge above, |f 
one below. Another box is hidden [| 
behind the metal door within the alcove E 
to the left of Gromit. Step on the switch 

and shoot the fire from a distance to 
get this one. The remaining four 


” World 1 — - Aquaria 


400 Treasure 
29 Enemies 
3 Orbs — 

In this first room, eliminate the vil- | 
lainous trash and hit the switch on the jf = 
wall to raise the water level. Pass | 
through the tunnel and activate the [ff 
switch in the next room to raise the | 
level of the water yet again. With the if 
water level higher, hop onto the ledge || 
in the corner of the room and jump into 155 


lone 
100 gem: Hit the button in this chamber and more water is on T Way. 
From here, swim through the gold-framed entryway and you'll reemerge at 
the beginning of this stage. Talk to Hoppo and he'll hand over the Talisman. 


Now, focus your attention upward. On the ceiling awaits a green tunnel 
leading to the outside world. Zoom through it, then locate Hunter. 
Successfully navigate the bubble rings with the manta, and Hunter will give 
you an Orb. Hunter will ask if you would like to try your luck on a harder 

course. If you beat this one, another Orb awaits. Now, swim your little pur- 

ple heart out over to King Flippy (the sea horse). He’ll open the towers 


i progress can be made on this level. So it 
jj to Aquaria Towers. 


another series of moving platforms. At the end of this hellish excur- 
. Sion awaits Spike. Next, hit the 
. get an Orb for your services. 


button i in the "noisy" room and you'll 


At this point, return to the room with the supercharge station. Maneuver 
to this area's leftmost spot and ascend the green platforms up to the 
metallic structure. Jump across the blue tunnel. If you acquired all the 
gems previous to this segment, the three red gems here will make 400. In 
the next room talk to Amper, then return the lightning stones (blue balls) 
to their proper places (in the holders on the metal structures). To do this 
successfully, you'll first need to destroy all 10 purple baddies. When you 


finish this ambitious project, Amper will hand over an Orb. It's time to 


make tracks for Sunny Beach. Sounds nice! 


7 Run through the supercharge sta- * 7 ; ; i : 
tion, then pass through the door and... suspRRDe nds e: ndi NG. 


boxes are in different areas. One is in the water near the beginning of 
the level. Another lies in the water next to the location where you dropped - 


off the babies. The last two are in the room to the left of the first ladder. 
4] When this is complete, you'll receive an Orb. In this room, you can also use 
| the flame breath to destroy the Unbreakable Box. Since you don't have the 
{i Climb ability yet, gather all the gems you can for the time being. There's a 
I huge stash hidden near the beginning. Simply backtrack through the water 
1 up to the gate leading to the introductory room. Instead of jumping up to 


this gate, jump up to the ledge to the left. Now, hop on the turtle, then leap 
to the ledge. Now, gather! Gather! Gather! Once you hit 7296, no further 
S back to Summer bee and on 


Return With Climb Ability | 
There are two ladders that can | 
be scaled here. One lies just | 
behind the second turtle gate, and | 
the other is at the very end of the || 
level. The first ladder will lead you 
to a few gems, that's all. Before 
ascending the second ladder, talk 


ij to Advisor Mopper. Now climb the | 


fi ladder and talk to Master Chef. To 0 TEE - ic - cum 
| keep the turtles out of the caul- 
4 dron, use your fire (short-range push) i 


į or headbutt (long-range push) to lead them into the water. Doing this will 

f grant you another Orb. Talk to the Chef again and he'll. set up an even 

81 more difficult turtle challenge. This time around, use primarily the head- 
butt to keep the turtles out of the cauldron. Once again, your reward is an 
Orb. The water you knocked the turtles into contains the last of the 
gems. This level is history! 


- for you. If you're patient, these towers are a real breeze. Just swim back 


through the level to find these towers. Also, don't forget to kill the crabs 
on the way out of the towers. If you navigate all six, an Orb is your reward. 


With all of the goods out of the way, you're probably wondering where the 


4 remaining gems are stashed. Head back to the main chamber, and if enough 
4j enemy deaths are accumulated, a flame breath station will become 
{I} available. Use this breath to destroy both sectors of mechanical sharks, plus 


the two Unbreakable Boxes the sharks are guarding. If you search the level 
carefully, these hidden stashes should bring you to a cool 400 treasure 
count. It's now time to go back home and fight World 1's boss, Crush. 


With the flame breath power, 
destroy the robotic sharks to 
find hidden gems. 


Swim through all the bubble rings '& 
and you'll receive an Orb. 
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World 1 Bonus Level — 
Ocean Speedway ~ 


Just like Spyro’s first adventure, the bonus rounds are extremely dif- 
ficult in Spyro 2. To get all the gates in one swoop, you'll need to set up 
a pattern, and a ton of patterns can work. The pattern that worked for us 
was destroying all of the boats first. We followed this up with flying 
through the pink rings. With this completed, we flew into oncoming traf- 
fic and nailed all of the cars. At the same time, we managed to snag one 
blue gate that was stuck into one of the hard turns. After this, only the 
gates remained and we nailed them with eight seconds to spare on the 
clock. Our best time: 1:25:38. 


Hunter’s Challenge 
400 Treasure 
1 Orb 
This wicked bonus level is far | 
from complete. To the left of the 
boat ramps lies a cheering section. 
Talk to Queen Finny — the only mem- 
ber of the crowd not cheering — and | 
you'll be entered into an event 
against Hunter. Simply follow 
Hunter's lead through 20 rings 
and you'll receive an Orb. 


World 1. Boss — 
Crush's Dungeon 


This boss is fairly easy to beat if [ies 
you are patient. First, jump over | 
Crush's blue energy wave blasts. | 
When he moves off the pad, blast 
him with fire before he stations him- 
self on another pad. With a hot butt, 

Crush will become aggravated and 
will smash his club on the ground. | 


This will create an avalanche of | 


boulders that will land on his head 
and take off a hit point. His next 
series of attacks involve fire blasts. 
Simply dodge from side to side to 
avoid the blast, then hit him with fire 

when he moves again. After this, Crush will combine blue energy with the 
red. Avoid these attacks in the same way, then blast him with fire. Instead 
of smashing his club to the ground, Crush will now chase you and take a 
swat. When he does this, run like the dickens. If he misses, more boul- 
ders will fall on his head. When his hit points are depleted, the last 
, avalanche will crush Crush. For this feat, Spyro will be brought to 


Jump Crush's energy waves, 
then spit fire at him when he moves 
to another position. 


World 2: Autumn Plains. 


World 2 — Autumn Plains 


Fracture 
Hills 


ach Crystal 


Glacier 


Overlook 


P 


Skelos 
Badlands 


Metro 


tey Speedway 


Speedway 


Orbs, he'll open a door leading to the Magma Cone and a ton of gems. 


and a few straggling gems. 


400 Treasure 
O Enemies 
2 Orbs 


It feels kind of awkward to be in a | 
new world, doesn't it? Take the time to | 
get to know this zone, and as you | 


explore, 


don't forget to talk to | 


Moneybags. For 500 gems he'll teach | 
you the CLIMB ABILITY, and with this | 
power, you can complete all of World | 


1's levels with a 100% status. The rest | 


is overworld of sorts is as straight- ^ 


orward as can be. If you have enough 
Orbs, Elora will activate a lift leading to 
the Metro Speedway gate. This high 
vantage point can also be used to reach 


the outer castle wall, which leads to two | 
yellow gems, and right behind the gems || 
is a wall that can be broken with a ii 
headbutt — revealing an Orb. Back on the mainland, and a few feet down, Moneybags will activate the Zephyr | 
gate for a fee of 400 gems. The majority of this stage lies at the very beginning and atop the series of ladders | 
on the back wall. Up here you'll find the Scorch and Fracture Hills gates plus the Professor. If you have eight | 


If you continue down the corridor, you'll [| 
also run into Moneybags. Once again he wants 400 gems to extend the bridge leading to the Shady Oasis gate | 


Further down the corridor and to the right, you'll see a platform in the distance with you-know-who 
(Moneybags) on it. When you want to compete in a bonus level, jump and glide to this platform and pay his 100 
gem fee to open the Icy Speedway gate. If you're still exploring the corridor, another secret awaits. Keep your 
eyes peeled for a left-hand wall with cracks in it. When you spot it, use your headbutt to punch through the wall to reveal a few gems and a lift to a 
new area. Up here you'll find a ton of gems and another lift that will take you to the top of the tower. From here, spot the gazebo. Your destination is 


the green blip behind it. Jump and glide all the way to it and you'll find the last Orb and the remaining 75 gems. 


Return With 14 Talismans 


Successfully snag a Talisman from all of World 2's levels and Elora will open a gate 


leading to World 2's boss — Gulp. 


World 2 — Skelos Haciands 


400 Treasure 
28 Enemies 
3 Orbs : 

Just like every level before this 
one, start off by talking to the near- 
est local. Before heading forward, 
veer to the right or left and help the 
cave elder's buddies out. Next, jump 
up the two dragon bones to the plat- 
form holding the Unbreakable Box. | 
Now, glide over and talk to Lumpy. 
He'll lower the bridge for you. Cross 
it. Quickly destroy all the T-rexs 
before they eat the little cave dudes. 


Hop up these bones, then glide 
to the caveman's location. 


.. Now run into the large dragon 
Skull then veer to your immediate 


-Ji 


, Jump and glide to the green plat- 
form in the distance. 


left. After tackling a few baddies, you'll 
_ find the second of eight bones. What 
could these bones be for? You'll find out in 
_a second. Continue forward and jump across 


the lava stream, 

then hop up 
4 the staircase" 
on the left. Turn to 
the right, and either 
shoot lava rocks at the 
gate or headbutt it. When  * 
it’s down, enter and grab * 
the third bone. Now, contin- 
ue on past the power-up sta- 


Successfully do this and Lumpy will give you an Orb. Do this again and. 
Lumpy will hand over another Orb. From here, proceed forward, but before 
entering the dragon skull, find a lava rock and destroy the eneniy poe 
ing on the skull's nose. He'll drop. a bone. Hmmm. : 


tion, and over to Ooga's loca- 
_tion. He wants you to find his | 
_ friends bones. Ah ha! 
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‘Maneuver down the path and you'll run into Glug. He'll hand over the Tur 
Talisman. Just behind him is a M ean: jug. OM Ws Avoid this - 


jar until the end of the 
left. This doe lead 


If you accumulated enough enemy deaths, you can make a few pit stops _ 


| on the way back. Use the fire shield station to make Spyro. impervious to 
lava. Then run across the lava and snag any loose gems. You can also 


ascend a fire staircase up to a secret alcove where two of the bones anda- 
slew of gems are hidden. Further down the road awaits another fire shield 


station. Use it, then ascend to the nearest lava pit and gather the bone from | 


the baddie. Now, return to Glug and tackle the bone path to his left. Carefully 
jump from the bone platform to the rock platform and you'll receive another 
bone for your work. Before jumping down, hop to the central platform and 
jump around the rock to another baddie and the last bone. For this you'll get 
an Orb. 
ish 


World 2 2 Pia sinc 


400 Treasure | 
38 Enemies 
2 Orbs v | 
Thaw out all three. Eskimos | and 
they'll catapult you across the 
chasm. Do the same thing in the next 
area and then jump on the Eskimos’ 
arrows to reach the next zone. 
Carefully, explore this expansive | 
rea, then talk to Moneybags. For a 
argain price of 200 gems, 
Moneybags will lower the bridge for 
you. Cross over and repeat the 
frozen caveman defrost process to- 
f 


/ this level, return to the pom you snatched the last bone from. 


Í Tuk, and uncover the Talisman. p 


.. After this. amusing scene, make your way further into the level and cross. | 


over the second bone bridge. Here you will run into Shaman Tok. He wants 


his snow leopard back, and it's up to you to find it. Thankfully, George 


400 Treasure 
16 Enemies 
2 Orbs 

This level is awesome! The first 
oal is to jump straight out to the 
ledge and talk to Beaky the 
Breezebuilder. With his hint, jump 
back to the starting area v follow 


| the logs, then follow the team down | 
the pipe to the fan. Jump into the 
gust produced by the fan and you'll. 

launch up to an alcove. Descend the 


stairs, then head to the right and man the turret. Use this turret to destroy 


the spiky metallic foe and the Unbreakable Box. You'll also need to short- 
| en up your shot (by holding down) to nail the spiked foe behind the barrier 


the Unbreakable Box rests on. After this, continue to the right and light the - 


fire under the large wooden barrel. Jump into the water, then jump out on 
the other side. Light the fire under the second barrel to turn on the fans. 
Before jumping onto the moving boats, head to the left and talk to Gobble. 


He'll present the spike mine challenge to you. Use the nearby turret to - 
. plished, and if you do, a shiny Orb awaits. Collec 


eliminate the two mines and the second Unbreakable Box on the ledge. 
At this point, return to the boats and take a ride to a new area. To the 


World 2- - Zephyr. 


400 Tr asure 


Run across the warsiricken lands to ‘the turret, |] 
then talk to Sergeant Tub. Jump into the turret and use || 
imi the bird, Unbr akable Box, balloon, and 


you've unearthed, then enter the building. Run through | 
the halls, then ascend the stairs. Maneuver down the | 
hall, and you'll emerge on the other side with another | 
turret at your disposal. Use it to shoot the balloon and 
the door on the structure directly ahead. A pletho- 


Talk to Ooga again and the skeleton will dance for you. Weird. To fin- _ 


Hop from the bone platform to 
_@ the rock platform, then work your way 
around the corner. 


about. Follow George to the water pits. When * 


. 8 fish jumps out, flame it. George will eat it, then move on to another pit. 
_ When he's. ee Que WM follow you back to Tok and you'll get an nae _ 


Tik and he'll pre ent a dede. for you. que the appe station to o give 
u’ 


itters. Complete this and 


. receive an Orb. If you searched carefully above (be sure to che 
of all the huts), you'll find the last of the gems down he 


| 
i 
| 


7 Use your flame breath to knock ¥ 
the fish onto the snow. 


| assignment and award 

| Now return to the main path and light | 
|the fire to activate the catapult, s 
| Position yourself on it, ai : 

| catapulted 1 to the boat. 

| 

J 


7 The trolley ride is challenging, but "one, the other goes out. To solve this 
it can be conquered with practice. } riddle, run around the boat and you'll. 
eventually. catch up to a pail that has 
been dousing the flames, then hiding. Destroy this pail, then light the | 
flames to raise the boat. Now jump up to Squawk and he'll hand over the 
Talisman. Return. to the path. leading. to the metal. catapult and veer to the 


jump out the window and ride the trolley. "When ou start out, qui ckly 


the cannon to destroy the third Unbreakable Box. a the trolley, change 
the direction the sign l differe utes. 
You'll need to set up l 

you'll need to shoot them. The trolley ride is diffi cult but it can be accom- 
gems that fel 

of the Unbreakable Box and this level is comple D v 


E to the Teno opened structure. and talk to Corporal Gue o 
| get the Talisman. 


f Use the turret to destroy doors v 
: hiding gems and goodies. 


p will h DER an on The 


: ese structures - once 
ain, then hop across the oute 
Professor's new posit 
| you an Orb and two mo 
lant these beans yet. 
hem to the ‘Stairway, then 


| jump up and grab the gem and second bean. rng t this bean i: be 


n the hole closest to the Professor. Return to the first bean - 
you planted and flame the plant to make it a bean again. Bring this bean | 


and plant it in the second hole near by Professor. ee across these two 


World 2- : = Scorch 


400 T Treasure -~ 


2 Orbs © LB 
After iid to the little ad, clear | 
out the lower level, then return to her 
position. Run forward and press the 
red button in the entryway directly | 
ahead. This will raise the flag and || 
‘open the door. Go through the door, | 
B then veer to the left and talk to 
Hunter. Successfully place all six mon- [i 
keys in the barrel and he'll give you an- 
Orb. From here, return to the main 
path and press: the second red button 


Run with Hunter, then use the 
supercharge to bump the tree 
when he's in position. 


track to the begining and use this power to destroy the Unbreakable Bo 


btain the fire Beati ower and backtrack to the i ridge. Once 
bridge, cut to the left and use am Stream to od the Foor 


Oo 
400 Treasire - 
29 Enemies 
30rbs 
The first order of business in this 

gorgeous level is to free the man 
-trapped in the statue to the left. When 
.you do this he'll break a fraction of 
the stone seal on the castle. Another | 


and to the left on the outer rim. Free. 
them all, then when you confront. | 


: ; bi LN] 4 1 
Spinner the Faun, take a left across Follow this light blue path to 
the tunnel. 


| the bridge-like platform and you'll run 
| right into the final Satyr. Backtrack a 
| few clickg, cross the bridge, then ene the castle to get the Talisman. 


From here, proceed across the uncharted land behind Spinner’ S location. 


od to the left andi use the - retperson Puri: to sh 
dge f; 


off the ds ME Return to t 


ing spot you used (ER. The thief is now on ve. flagpole ov over to the left. 


Blast him, then run back toward the ees of the level to fing him. Avoid 1 


m. TOW path, on 
finally into 


row pu This time, when you're 


halfway across the path, hop off to- 


four stone prisoners await up the hill Ji F ' E _ e a and lang circular plat 


. you won't be able to get the last Orb | 
on this stage until you ieam the — 
Headbash ~ 


n this blue area Hunter awaits behind the two pedestals with red tops. Talk _ - 


M to him, then talk to the Alchemist in the building a few clicks up. To protect. 


this wacky character, headbutt all of the rock creatures out of his way. If he 
makes it to Hunter, you'll receive an Orb. It's now time to 
Os so that the Supercharge station to Pinner s right activates. 


After sliminating all of the tree creatures, you "n need to Knock a 3 few rock eror Heedbnnh h ability to smash |p 


beasts into the lava with your head. When you acquire enough kills, 
over to the supercharge station. Use the station to acquire th 
speed, then follow the light blue path into the tunnel, diss 


4 ‘World 2- - Magma C Cone 
400 Treasure 
19 Enemies 
3 Orbs : | ~ 
If you thought this game was s tough Bieloie this ievel, then you'r re in | for 
a rough ride. Magma Cone's stock of enemies are as tough as they get. 
Thankfully, the village folk are willing to help out. When you confront an — 


Pahoa ER Se 


ember 99 


iccumulate enemy | 


him onto a D» red X. When aH de this, T 


it into” obli 


gy : 
tead of heading forward, 
cone mounted a lit 


After this, Hunter will challenge you again. To defeat him, you'll 

need to play a little dirty. Follow him, then steal the crystals before he 
gets them. Victory will reveal another Orb. 

Exit this area, then continue forward through the level. On the same 


cone structure awaits another ladder Jusr around ne bend. Scale it, men 


World 2 — | Shady Oasis 


400 Treasure 
21 Enemies 
1 2 Orbs 
Flame the tree directly ahead and 
the fruit will propel the hippo to break 
down the door. Pass through this 
door, then follow the hippo to his sec- 
ond location. Jump to the tree and 
7 flame it once again. The hippo will eat | 
3 the fruit and open another door. Enter | 
7 into this new area, but this time don't Jf a 
8l follow the hippo. Rather, turn to your 7 
left and jump, glide, and hover to the 
platform dead ahead. The first path to p 
the right leads to the rocket that will 
crush the Unbreakable Box in the pit 
below. Next, talk to the hippo and 
3? make note of the station behind him. 
Now, return to the main path and fol- 
low the hippo that bashes through 
doors. Ascend the stairs, then glide 
across the platforms to another tree. | 
Drop the apple to the hippo, and he'll | 
open yet another area for you. Follow | 
him. through the winding halls, and 
grab the green rock along the way. 


"World 2 Bonus Level oe 
Metro Speedwa 


This bonus world seems easier t y. World 1's. Simply follow the 
pigeon trail to the bungee jumping/pigeon area. Eliminate both in one 
stroke, then head to the building clump and pass through all the gates. 
Now, exit out and eliminate the workers holding slow signs. No problem. 
As always, different strategies can be used to tackle this stage. Game 
Informer's best run was 1:23:28. 4 


i Hunter's Challenge 
400 Treasure 
1 Orb 

As you follow the pigeon trail, 
keep your eyes glued to the build- | 
ings and when you see a waterfall, || 
cut through it. In this hidden area || | | 
you'll find the Mayor. What you have | | 
to do in this bonus segment is fol- li ' y 
low Hunter's lead, then catch the Catch the loot before it hits 
parachuting loot before it hits the the drink. 

water. Catch all 12 and you'll 

receive an Orb. 


World 2 Boss — Gulp's 


Gulp is an incredibly tough adversary with a ton of 
attacks at his disposal. His most powerful attacks are 
blasts that launch from his plasma cannons. You'll 

| need to dodge from left to right when he fires these. 
| The more hit points you take from him, the more blasts 
| he'll propel. Gulp can also charge and squash you. This 
can easily be avoided by running out of the way. To 
defeat Gulp you'll need to wait for the circling birds to 


Run from side to side to dude 
Gulp's plasma shots. 


y^ Use the glide and hover to reach è 
this circular platform. 


aj jump to the second ladder. Turn 
Į around and navigate the path to- 
|| Moneybags' position. Pay him the 
[ gems and he'll activate an elevator. 
4 Take it down, then leap to the ladder. 
If you hop across the platforms 
below, you'll. find a few gems scat- 
tered about. Otherwise, scale the 
I ladders and dodge the falling rocks. 
1 Work your way to the top, and Spyro 
i| will shut the lid on the volcano. For 
this he'll receive the Talisman. 


From this location, turn around and glide to the bridge where the super- 
fly station is. Talk to the locals, then use the superfly power to destroy the 
balloons holding the last of this level's gems. To eliminate the fire demons, 
grab the lava rock out of the steam vents then shoot it at them. Keep an 
eye on your superfly meter, and refuel when necessary. Destroy all 12 


and you'll get the final Orb. 


il Shoot this rock at the next tree 

1 to jar loose another apple. Follow — 

| the hippo to the next stop and he'll 
hand over the Talisman. 


Now talk to the hippo to the right 
and he'll present a new challenge to 
you. At this point, you can also 
smash the mysterious jar on the far. 
side of this platform. The first thief 
you must find is in the winding halls 
you just came through. Just like the 
first game, you'll need to chase 
these freaks and headbutt or flame 

them in the arse and they'll cough up the 
lanterns. The second thief is just a few feet from where the rocket was. The 
last thief is at the bottom of the stairs to the left of the shield station. Bring 
back all lanterns and you'll get an Orb. After this, follow the mysterious jar 
to the beginning and snag all of its gems. Also, use the shield station to 
acquire the power to smash the two jars in the green gunk. Unfortunately, 
this is all you can do on this stage until you acquire the Headbash ability. 


Return With Headbash Ability : 

Work your way to the central platform with the hippo and shield station 
on it. Use your Headbash ability to smash the target box in the center of 
this area. Next, talk to the hippo. If you've killed enough enemies he'll pre- 
sent a challenge to you. Follow him, but first get the shield power. 
Headbash all eight rocks and you'll get this stage's last Orb. 


Chase the thieves and whac 
them in the butt to make them 
drop the lanterns. 


World 2 Bonus Level — 
Icy Speedway p SKE, ae 


400 Treasure 

1 Orb 

This bonus level is incredibly easy 
to conquer. We nailed it on the first 
try. What you need to do is take out 
the snowmobiles, then fly up to the 


Í gliders and take them out as well. 


Now, go crazy on the outer rim and 
nail the serpents, skaters, and arch- 
es. Piece of cake! Our best time 
was 1:29:18. 


Hunter’s Challenge 
Hunter is hiding in an igloo next to the circling snowmobiles. Use your head- 
butt to remove his frozen cover. This time around, Hunter's challenge is 
both long and troublesome. You'll need to parasail through 50 rings without 
missing any. Mastering the controls and memorization is the only way to 
pull through with this doozie of a bonus. Victory will reveal an Orb. 


Keep an eye on the rings in 
the distance so you can quickly move 
to the next ring location. 


Overlook 


drop eggs. The eggs will then hatch and reveal a bar- 

rel, which you can ram into Gulp; a rocket, which you f 
can fire at Gulp; a bomb, which you can use as a flame 
to light and shoot at Gulp; and a chicken, which you can 1 
eat to heal yourself. These items appear randomly, and 
surprise surprise, Gulp can use them as well. He can 
even steal your chickens to heal himself. Tricky bugga. 
This is all the help we can give. Good luck! 
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World 3 — Mystic Marsh 


400 Treasure 
36 Enemies 
3 Orbs 


Run forward and pass by the first || 
bridge. When you come to the sec- | 
ond bridge to the left, cross it and | 


enter the energy lift in the small hut. 
Now hop across the rooftops until 
you find yourself overlooking the 
place you started. Jump to the tree, 
then float to the platform with the 
brown pail on it. Ascend to the next 
level, then jump into the water. Dive 
under the rock formation and then 


400 Treasure 
0 Enemies 
3 Orbs 

The first order of business is to head 
straight forward and talk to Moneybags. He'll 
teach you the HEADBASH ABILITY for 1,000 
gems. With this ability you can destroy rocks 
and Target Boxes. The large rock to the left of 
Moneybags holds this world's first Orb. The 
other rocks contain gems. Destroying the rock | 
in front of the double door will grant you | 


Metropolis 


Cloud 
Temples 


access through into the next area. If you're up : 


for a bonus level, don't pass through this door 
yet. Head to the left down the stairs, then jump 
in the stream and pay Moneybags 200 gems 
to open the Canyon Speedway gate. As you 
can see, an Orb lies atop the waterfall in here. 


You'll have to pass it up for now. After explor- | 


World 3 — Winter Tundra 


ing this area thoroughly, it’s time to pass f- 


through the double doors. The stairs directly | 
ahead lead to Ripto's lair. You can also jump | 


off these stairs and glide to the outer castle 


walls where you'll find a few gems and an Orb. | 


Walk around this wall to the opposite side. 


Turn and jump into the water. Dive into the tun- | " 


nel and the Orb you saw moments ago is now 
yours. At this point, enter any level you like. 


standing building opposite the spring 
station. The third thief awaits across 
the first bridge. The final thief is in 
a cave overlooking the beginning of 
the level. To get to this cave, head to 


Talk to the man by the jeep. The first thief is next to the spring sta- 
tion. Use your headbutt to take him down. The next thief is in the free 


the right of the man who gave you | 


the first Orb. Nail all four thieves in 
the butt and you'll receive an Orb. 


Head across the second bridge 


around the lift building to the purple- 
tinted tower. Inside awaits the 
Professor. Transport the egg to the 


Hook around the energy lift to 
locate the Professor. 


again. Instead of taking the lift, jump | 


Drop the gold coin in the fountain. 
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reemerge on the other side. Jump up to the rock ledge. Another pool of 
water awaits. Dive into it and swim through it to the other side. Hop out of 
the water and talk to the man. He'll hand over an Orb if you promise to 
keep his incompetence a secret. From here, head to the right and use the 
spring station to launch you into the air. While in mid-flight, open your wings 
and flame the balloon to get another gem. Return to the spring and use it 
to launch up to the next level. 


World 3- Cloud Temples 


400 Treasure 

23 Enemies 

3 Orbs | 
Work your way past the warlocks || 

and across the tile floor rooms. Use | 

the lift to reach the second level, then | 

zap the warlock to remove the gate. | 

Jump over the gap to the land to the | 

left, then zap the warlock to remove [P 

the gate. Repeat this process over |} 

and over again. Just follow the trail of |i. 

warlocks and you'll eventually receive 

an Orb for freeing the city. Next, drop 

down to the grass and talk to Agent 

Zero, the big stupid lookin' guy. To break into his lair, follow him. When he 

turns around, dash behind a tree. In the end, he'll dash at the tree you 
are behind. When he does this, you'll need to dash to the other tree 


World 3 — Robotica Farms 


400 Treasure 
22 Enemies 
3 Orbs 
This level is chaos in its purest form. The first goal is to clean out the 
first few rooms. You can use the lava rock at the beginning to help take 
out some of the more difficult critters. On the beetles you'll need to use 
the Headbash maneuver to flip them over, then use the Headbash again 
to splatter them across the stage. Use the teeter totters to reach 
Farmer Applebee's poon. Hop behind him and jump off the dirt 
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nest next to the man who gave you the first Orb. Shoot the egg up into the 
nest and a bird will bring you a seed. Now, return to the platform with a pail 
on it. Shoot the seed into the pail. The plant that grows will give you a rub- 
ber duck. Bring this obscure item to the ducks at the end of the river. 
They'll give you a turnip. Shoot the turnip into the kettle inside the cave 
and a coin will pop out. Bring the coin to the fountain. Drop the coin in the 
water of the fountain and you'll receive the pencil the Professor wants. 
He'll give you an Orb in trade. There is no Talisman on this level so 

there's no need to keep searching this stage. Off with ye! : 


4 without him seeing you. Next, 
follow him into his lair. He'll give 
you the secret decoder Orb. 


From Agent Zero’s lair, jump out 
the window and use the lift to return 
to the mainland. Run forward toward | 
the location where you first met 
Agent Zero. Hook to the left and 
enter the building. Next, pass 
through the archway and talk to the 
native. Use the superfreeze station | 
to freeze the trolls. When they are 
frozen, jump on their ice blocks to 


Hide behind the trees and Agent t 
Zero won't see you. 


reach the bells. Use your head to ring them. After ringing two, the wizard 
will confront you again. Use the energy lift to get to the last bell which also 
gives you the last Orb. From the entryway of the bell room you can glide 
around the corner and hover up to the rocket that will break the 
Unbreakable Box revealing the last of this stage's gems. 


piles to destroy the bugs that are hanging around the scarecrows. 
You'll have to kill all four quickly, or more will regenerate. For this feat, 
Applebee will give you an Orb. 


Now, head across the grass to Applebee's left. Use the teeter totters 
to reach ledges that lead to additional gems and eventually up to the loca- 
tion of Farmer John. He'll give you an Orb for destroying all 22 baddies. 
Now glide and hover over to Farmer Barleycorn and a mystery jar. Accept 
his mission and supercharge your way through the pumpkins. If you fall 
off the path, an energy lift awaits below. When the ramp forms a jump 


launch straight ahead and, jg 

when you hit the circular struc- 
ture, head to the immediate left 
and smash the pumpkin. Continue 
on this path back to the starting 
grid. If you hit all of the pumpkins 
along the way, you'll get an Orb. 
Also, launch off the first ramp to 
the right and glide to the rocket 
atop the rightmost metal structure 
to destroy the Unbreakable Box. 
After getting these last few gems, 

this level i is peice, 


Use the height of these dirt 
piles to get high enough to destroy 
, the bugs pestering the scarecrows. 


World 3 — ero 


400 Treasure 

22 Enemies 

4 Orbs 2 
Run straight forward and Headbash the | 

elevator to get it moving. In the room with | 

the first pig squadron, run to the right, turn | 

around, and ascend the ladder. Run to the 

right of the Unbreakable Box and jump to 

the ladder. Talk to the Logistics Droid, 

then battle the ox. Just take your time with 

the ox and only hit back the bombs com- | 

ing straightforward to ensure an easy vic- 

tory. For this you'll get an Orb. Return to 

the main path and Headbash the second, Iiii 

then third elevators. Continue on the path | 

past the series of cows and pigs and you'll | 

reach another elevator that takes you to a | 

fire breath/superfly station and an Orb. |f" 


Enter the station and use these abili- | 
ties to destroy the saucers and receive an | 
Orb. If you destroy the second wave of | 
saucers, you'll get another Orb. At this | 
point, use these powers to collect all of 
the higher-placed treasure. On one of the 
platforms awaits an Unbreakable Box. To 


get the Unbreakable Box you passed up earlier, backtrack with the : RE 


and fire breath power to its position. 


Ripto's assault comes in three forms. The first p 
is a battle against him on foot. To defeat him, gath- | 
er three Orbs, then unleash the power from the 
Orbs. The last colored Orb you pick up determines | 
what power you'll get. Red is fireballs, blue is super- | 
speed, green is bombs. Ripto is also trying to get | 
the Orbs, so look out. After you deplete his first 
lifebar, Ripto will jump onto a robotic version of Gulp. 
Once again, gather the Orbs to defeat this menace. 
The last form is a battle over an open lava pit. With. | 


the gold Orb power, Spyro will have unlimited magma gecmmereeres egre = 
shots. Just keep firing away, and dodge Ripto’s 


green plasma blasts to defeat him. - 


World 4 — Dragon Shores ^ 


If you collect all of the Orbs 
(not including the bonus level. 
Orbs), Dragon Shores' gates will 
open to you. There are ten wacky 
events to compete in here. We rec- 
ommend tackling the three roller 
coasters first. Jump to get some of 
the balloons and on the third coast- 
er, shoot bombs at the red bal- 
loons. Another three tokens await 
at the dunk tank and skill shot con- 
tests. The last token can be won at- 
the very special tunnel of love ride. 
With all ten tokens, you can watch 
all of the cutscenes from the game. If you look around this area, you'll 
also find a door that requires 10,000 gems and 64 Orbs. If you have 

them, go in and you'll receive the SUPERFLAME ABILITY. Now, when 
you start a new game, you'll have the Superflame ability. 


Pop them pesky balloons 
young dragon! 


World 3 Bonus Level — 
Canyon Speedway 


400 Treasure 
1 Orb 

This is the easiest bonus 
level of them all. Simply take 
down the goats, then tackle 
the rings. Next, destroy th 
bikers, then the birds. What a 
cinch! Game Informer's best 
time: 1:06.38. 


Hunter's Challenge 
You'll find Hunter hanging 
out on a ledge near the flock 
of birds. Use the machine gun to blast all the targate and Hunter 
A hand over an Orb. 


g for you on a 
cliff near the birds. 


Dodge his plasma blasts, then 
retaliate with a spread fire of 
magma shots. 


BÀ A 


To Be Continued? 
If you found all 10,000 gems and 64 Orbs, you finished the game with 

a 100% rating, but that doesn't mean you found everything. After defeat- 
ing Ripto, a Skill Points menu is added to your Guidebook. There are 16 
special Skill Point tasks hidden in the game, and you won't know you've 
gained one until you hear a weird sound effect for completing a specific 
task. How do you get these Skill Points? Sony has asked us not to reveal 
them until next month, but we've always been one to bend the rules so 
we'll give you a head start. Defeating Ripto without taking any damage 
will reward you with a Skill Point. You'll also receive Skill Points for solv- 
ing these feats. 


Skill Point 

All Windmills 
Perfect In Hockey 
Catbat Quartet 


Level 

Hurricos 
Colossus 

Skelos Badlands 


What do you get from Skill Points? Something wonderful...something 
grand. Something so extraordinary that you won't want to miss the 
next issue! 
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i1 hints * 


moras * « 


Enter all of these codes at the PPV 
Password screen. 


Halloween Havoc - td^pKRmZ-«yL 

All Backrooms - CBCKRMS 

All Wrestlers - PLYHDNGYS 

Better Ranking - CHT4DBST 

Stamina Meter - PRNTSTMN 

Momentum Meter - PRNTMMNTM 

Play as Same Wrestlers - DPLGNGRS 

Super Create Wrestlers - MKSPRCWS 

Change Billy Kidman - NGGDYNLN 
Bryan Williams 

Indianapolis,IN 


To unlock these legendary drivers you 
must select a specific track, highlight 
the select car option, then enter the 
desired code below in less than 4 
seconds. 


Davey Allison - (Talidaga) Up C, 
Down C, Left C, Right C, Up C, Down 
C, Left C, Right C, Z (x2) 

Cale Garboro — (Darlington) Up C, Left 
C, Down C, Right C, Up C, Left C, 
Down C, Right C, Z (x2) 

Alan Kulwicki — (Bristol) Left Button, 
Right Button, Up C (x2), Down C (x2), 
Left C (x2), Right C (x2) 

Benny Parsons - (Richmond) Right 
Button (x2), Z (x2), Left Button (x2), Up 
C (x2), Down C (x2) 

David Pearson - (Martinville) Left 
Button, Z, Right Button, Right C, Down 
C, Left C, Up C, Right C, Z (x2) 


"The Asshammer" | 


Bertol, NV 


Enter both of these codes from the 
pause screen. 


Big Head Mode - Left C, Right C, Left 
C, Left C, Right C 
Big Glove Mode - Up C, Down C, Up C, 
Up C, Down C 
Bradley Charleston 
San Diego, CA 


Qo Game Informer « December '99 


S * Strategies 


een meme 


Enter all of these codes at the 


Password screen. 


Play as Tin Soldier - TNSLDRS 
Play as Vikki - GRNGRLRX 
Play as Plastro - PLSTRLVSVG 
All Weapons - NSRLS 

Max Ammo - MMLVSRM 

Test Info - THDTST 

Mini Mode - DRVLLVSMM 


Level Codes 

Spy Blue - TRGHTR 

Bathroom - TDBWL 

Riff Mission - MSTRMN 

Forest - TLLTRS 

Hoover - SCRDCT 

Thick - STPDMN 

Snow - BLZZRD 

Shrap - SRFPNK 

Fort Plastro - GNRLMN 

Scorch - HTTTRT 

Showdown - ZBTSRL 

Sandbox - HTKTTN 

Kitchen - PTSPNS 

Living Room - HXMSTR 

The Way Home - VRCLN 
John MacQuess 
Los Angeles, CA 


Enter all of these codes at the Main 
Menu. 


All Bikes & Tracks - Up C, Left C (x2), 
Right C, Left Button, Right Button, Down 
oZ 
Scooters - Down C, Right C, Up C, Left 
C, Z (x2), Left Button, Left C 
Cop Mode - Z, Left C, Down C, Left C, 
Z, Left Button, Right Button, Down C 
Impossible Mode — Up C, Left C, Left 
C, Right C, Left Button, Right Button, 
Down C, Z 
Stage 2 - Right Button, Right C, Z, Right 
Button, Left Button, Up C, Left C, Up C 
Stage 3 - Right Button, Right C (x3), 
Right Button, Left C, Down C, Z 
Stage 4 — Right Button, Right C, Down 
C, Left C, Right C (x2), Z, Left Button 
Stage 5 - Z, Right C, Down C, Left C, 
Right C (x2), Z, Left Button 
"Gl Droid" 
(location unknown — 
last seen sniffing bagels) 


helpful hints - 


Enter these codes in the Secret Code 


passwords * codes 


screen. 
No Crowd - NOFANS 
Translucent Players - GHOST 
Big Heads - NOGGIN 
Trip Mode - TRAILS 
No Shot Clock - BUZZZ 
Z-Axis Court - Z-WOOD 
60 Second Game - THIRTY 
Programmer Team - TEAM-Z 
Final Four Stadium - FFWOOD 
New Commentary - MONKEY 
Jill Sanderson 
Minot, ND 


BOCES a) d 


"ccn 


Enter all of these codes at the Cheats 

menu. Word to the wise, if you haven't 
give yourself a pat on the back in 
awhile, do so now, and enjoy life! 


Rugby Mode - RGBY 
Increase Injuries - HSPTL 
Flubber Ball - FLBBR 
Increased Fumbles - BTTRFNGRS 
Tommy Tekowski 
Pittsburgh, PA 


Here are the listings all of the bonuses in Jet Force Gemini. 


Bonus Totems - On each of the stages listed below awaits a hidden Totem. Find 
this totem and you'll receive the multiplayer bonus that is listed for that stage. 


Bonus Stage Character 
Beetle Termite Tawfret (Lost Tomb) Vela 

Blue Ant SS Anubis (Generator Room/Second Floor) Any 
Green Ant Spawn Ship (Cargo Sewer) Any 

King of the Hill Cerulean (Holding Room) Any 
Metallic Termite Sekhmet (Spiral Walkway) Lupus 
Purple Termite Mizar's Palace Juno 

Red Ant Ichor Military Base Juno, Lupus 
Rith Essa Mine Stage Walkway (Station/characters powered up) Any 
Space Station Stage Space Station (Basement) Any 

Tribal (Female) Rith Essa Mine (Requires Mine Key) Vela 
Tribal (Male) Sekhmet (Channel Area) Any 
Tunnels Stage Rith Essa (Waterfalls) Vela 
Yellow Ant Goldwood Vela 
Zombie Termite Tawfret (Treehut) Lupus 


Additional Bonuses — Another hefty batch of multiplayer bonuses can be acquired 
by accomplishing certain feats. Here's what you'll need to do. 


Bonus Stage 

Ants In Pants N/A 

Cyborg Ant Several 
Goldwood Range Goldwood 
Geenwood Track Ichor (Arcade) 
Jeff & Barry Racing — Ichor (Arcade) 
Jeff & Barry Race II — Ichor (Arcade) 
Kids Cheat N/A 

Mizar Racer Mizar's Palace 
Rainbow Blood N/A 

Rith Essa Range Eschebone 


Character Feat 
Any Collect 300 Ant Heads 
Floyd Expert Rating On 
All Floyd Levels 
Floyd Gold Rating With Floyd 
Any Set Top Records On Both 
Jeff & Barry Tracks 
Any Place First in 
Jeff & Barry Race 
Any Place First in Jeff & 
Barry Race II 
Any Collect 200 Ant Heads 
Any First in All Mizar Races 
Any Collect 100 Ant Heads 
Floyd Gold Rating With Floyd 
Lonnie Lewkowsi 
Oakland, CA 


Preparation 


Enter all of these codes at the 
Password screen. 


Tracy Sled - 6, A, Bi, A, R2, L1, %, 
A 
Jackal Sled - @, A, E, L2, R2, L1, %, 


A 
Gio Sled- €, A, WI, L1, R2, L1,%, A. 


Travis - €, A, B, R1, R2, L1, %, A. 
Rhine Rider — L2, L2, €, R2, IM, R1, 
Li, A 

Nadia - €, A, E, E, R2, L1, %, A 
Jay - 6, A, E, 6, R2, L1, €, A 
Star Cay - 6, A, IB, %, R2, L1, *, A 
Demo Track — R2, L1, A, Bi, A, R1, 
e, x 

Mirror Mode - 6, L1, R2, R2, R1, 3€, 
A, L2 

Discount Upgrades - %, L1, 6, A, E, 
B, A, 12 


Open Mountain - Bi, %, R2, B, 6, R1, | 
@A 


FXX - R2, A, %, R2, A, E, @, x% 
Fog Mode - W, L1, €, E, R2, *, A, @ 
Sergei - B, L1, W, L2, A, R2, %, 6 
Jackal - L2, L2, 6, R2, W, R1, L1, A 
"The Rhino" 
Toledo, OH 


Cheat Mode - First, make sure that the 
PlayStation is off, then with controller 2 
hold L1, L2, R2 and R2. Now, power 
up the PlayStation. With the buttons still 
held, enter the Options screen and 
access the Load Game option. If you 
followed the directions correctly all of 
the levels and FMV sequences should 
be open. 


Spanky, the Spastic Squirrel 
Miami, FL 


niviBtenso.é” hdd d 
es 


Cheat Mode - From the Pause screen 


| Refill Magic — Right (x2), Left, A, Right, 
Down . 


fap 1723 

lap time 

OO.41 LOO 
a 


To unlock these legendary drivers 
you must highlight the select car 
option, then enter the desired code 
below in less than 4 seconds. 


press L1 (x2), L2, L1, Start. Now, 
resume play. Pause the game again 
and press Right to gain an extra life. If 
you obtain an odd number of lives, it will 


result in invincibility. Alan Kulwicki — L1, R1, L2, R2, Bl, 


; Ri, L1, R2, L2, 6 
p ona po Benny Parsons - L1, R2, R1, L2, Ii, 

f R2, L1, R1, L2, 6 
" Bobby Allison — L1, R1, L1, R1, Ill, 

L2, R2, L2, R2, @ 
^ Davey Allison — R1, L1, R1, L1, W, 

Enter all of these codes at the PPV R2, L2, R2, L2, 6 
Password screen. RR Keu Uds L2, R1, R2, Bi, 
All Backrooms - CBCKRMS "eri 3 ee 
Ecole, dm Mt. sls Montana Track - L1, L1, R1, R1, M 
Classic TNT Nitro Set - L2. L2. R2. R2. 6€ dd dou eps 

PLYNTRCLSC dE c a. 


Sam lam 


Better Ranking - CHT4DBST Jonestown, IN 


Stamina Meter - PRNTSTMN 
Momentum Meter - PRNTMMNTM 
Play as Same Wrestlers - 


DPLGNGRS Enter all of these codes from the 
Super Create Wrestlers - Main Menu with New Game 
MKSPRCWS highlighted. 


Masked Mysterio Jr. - MSKDLTLRY 


Change Billy Kidman - NGGDYNLN Full Shield & Attack - A, Wi, A, Wi, 


Marcus Mellani W, Up (x3) 
se hustin, Tx Invincibility - Up (x3), @, WI, Up, 

^ Right, Left 
Sean "The Dark Jedi" Davis 


Flint, MI 


Aerial Reaver - %, Right, Up (x2), A, Left 
(x2), Right, Up d 


Debug Mode - At the Main Menu, 


Regenerating Missiles - Start a new 
game then hold L1 + L2 + R1 + R2 + 
@ at the Weapons Screen. If done 
correctly, a sound will signal the code. 

Paul Vanhousen 
Eysie, IN 


highlight Options, then press A, @, 
Left, L1, R2, W, @, Left. A sound will 
confirm the code. At this point, hold 
L1 + Select + A to bring up the 
Debug Menu complete with sound 
test, invincibility, level select, and 
FMV gallery. 

"The Rhino" 

Toledo, OH 


Stage Select - Go to the Era Select 
screen. Now, highlight a level that 
features a question mark icon. Now, 
hold L2 + R1 then press 3€, lil, R2, 
L1, @, *, E (x3). All of the stages will 
now be available for play. 


Hanz Gubber 
Shell Beach, RI 


ENTER TO WIN! 
Send in your codes and passwords, 
and if we choose your entry as 
Code of the Month you'll win a 
wonderful prize from the Game 
Informer Vault! All other entries 
printed within these hallowed pages 
Will receive a Secret Access T-shirt. 


Send To: 
Secret Access 
Game Informer Magazine 
10120 W. 76th Street 
Eden Prairie, MN 55344 
E-Mail: 
secretaccess@gameinformer.com 


| Max Magic — A, Right, Down, Right, Up, 
. A, Left 

. Pass Through Barriers - Down, 6 (x2), 

Left, Right, A, Up 

Wall Climbing — A, Down, L2, Right, Up, 

Down 

Hurt Raziel — Left, @, Up (x2), Down 

Shift Any Time - Up (x2), Down, Right 

(x2), Left, @, Right, Left, Down 

Soul Reaver - Down, A, L2, Right (x2), 

Down (x2), Left, A, Down, Right 


Kain Reaver -%, @, Right, A, Left (x2), 
Right, Up 
Fire Reaver - Down, Up, Right, Up, Down, 
Left, €, Right, Down 

Make Fire Reaver — A, Right, Down, 6, 


Up 

Force - Left, Right, @, Left, Right, Left 

Constrict — Down, Up, Right (x2), @, Up 

(x2), Down 

Force Glyph — Down, Left, A, Down, Up 

Stone Glyph - Down, &, Up, Left, Down, 

Right (x2) 

Sound Glyph - Right (x2), Down, @, Up 

(x2), Down 

Water Glyph — Down, 6, Up, Down, Right 

nr Glyph — Up (x2), Right, Up, A, L2, 
ight 


Sunlight Glyph — Left, @, Left, Right, 
Right, Up (x2), Left 


Enter all of these codes from the pause 
screen with either L1 or R1 held for the 
entire code entry. 
Refill Health Down, @, Up, Left, Up, Left 
Upgrade Health — Right, %, Left, A, Up, 
Down 
r Health — Right, @, Down, Up, Down, 
p 


Orson Lewis 
Orlando, FL 
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Enter all of these cheats from the 
Pause screen. 


Level Select -Hold L1 and press A, 
E, A, Left, Up, W, A (Note: The 
levels will appear to be still locked. 
Simply press 3 on the level you 
desire.) 

10 Stat Bonus - Hold L1 and press 
Bi, A, Up, Down 

13 Stat Bonus - Hold L1 and press 
*, E (X2), A, Up, Down 

Super Special Mode — Hold L1 and 
press %, A, 6, Down, Up, Right 
Big Head Mode -Hold L1 and press 
E, @, Up, Left, Left (Note: You must 
quit the game to get this code to 
Work.) 


Special Moves 

These daring tricks can only be 
performed when the special bar is 
yellow. 


Tony Hawk 

Kickflip McTwist — Right, Right, € 
540 Board Varial — Left, Left, MI 
360 Flip to Mute - Down, Right, MI 


Bob Burnquist 
Backflip - Up, Down, @ 
One Footed Smith — Right, Right, A 


Geoff Rowley 

Backflip - Up, Down, € 

Double Hardflip — Right, Down, MI 
Dark Slide — Left, Right, A 


Bucky Lasek 
Varial McTwist - Right, Right, € 
Fingerflip Airwalk — Left, Right, @ 


Enter all of these codes from the pause 
Screen. 


Shield - R2, € (x2), Down, Left, @, 
Right, Down 

Bullets - Down, @, Up, R2, Left, A, 
Select (x2) 

Curly Cue - R1, Right, @, R2 (x2), Bl, 
Right, Select 


Fart Head - R1, Left, Up, L1, L1, Bl, i 


Right, Select 


9O0OOvOO 


Varial Heelflip Judo - Down, Up, WI 


Chad Muska 

Front Flip - Down, Up, € 

One Foot 5-0 Thumpin' — Right, 
Down, A 

360 Shove It Rewind — Right, Right, 
a 


Kareem Campbell 

Front Flip - Down, Up, @ 

Casper Slide - Up, Down, A 
Kickflip Upderflip — Left, Right, BI 


Andrew Reynolds 

Backflip - Up, Down, € 

Heelflip to Bluntslide — Down, 
Down, A 

Triple Kickflip — Left, Left, MI 


Rune Glifberg 

Kickflip McTwist — Right, Right, € 
Christ Air — Left, Right, € 
Front/Back Kickflip - Up, Down, W 


Jamie Thomas 

Front Flip - Down, Up, € 

One Foot Nosegrind — Up, Up, A 
540 Flip - Left, Down, M 


Elissa Steamer 

Backflip — Up, Down, & 
PrimoGrind - Left, Left, A 
Judo Madonna - Left, Down, @ 


Officer Dick 
Yeeehaw Frontflip - Down, Up, € 
Neckbreak Grind - Left, Right, A 
Assume the Position — Left, Left, € 
"Mr. Monday Night" 
Fargo, ND 


Enter both of these codes from the 


Inventory menu within the pause menu. 


99 Lives - W (x6), @, Up, @, Left, @, 
Right, 6 
Level Select - W (x2), 6, B, Left, 
Right, Left, Right, &€, Up, Right, Down 
Zoro, The Straight Blade 
Vermada, NM 


Phoenix Hand - Wi, A, R2, Left, ` 


Select, 6, A, Right 
Universe Enema - Left, A, Right, 
Down, A, Select (x3) 
Flea Klaymen — R1, Left, W, A, R1, 
Left, Bi, A 
Shoot Head - Down, W, A, Down 
(x2), II (x2), Right 
Super Fast Klaymen - Left, W, R2, @, 
R1, Down, 6, R2 
Marcus Mule 
Kansas City, MS 
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Enter all of these codes during 
gameplay. 


Invincibility — L1, R1, L1, R1, Up, 
Down, Left, Right 
Weapon Cheat - L1, R1, L1, R1, Up, 
Down, Left, Down 
Pod Drop - L1, R1, L1, R1, Up, Down, 
Left, Up 
Lester Moheister 
Lilly, KY 
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Enter all of these cheats at the Codes | 


screen. 

Sega Sports Team - SUPERSTARS 
Slow Motion Mode - DEDMAN 
High Pitched Commentary - 
SQUEEKY 

Fat Players - LARD 

Alternate Text - SCRAWL 


| 2-Player Timeout - Sega NFL 2K || 
shipped with a serious bug that doesn’t | 


allow players 2, 3, and 4 to call timeouts 


with the digital pad. To solve this | 


dilemma, players 2, 3, and 4 must use 
the analog pad to call timeouts. 


Uptown, MN 


A. TO 


E 


Skeleton Crowd - Set the Dreamcast | 


system clock to October 31 
Christmas Trees In Prize Fight - Set 
the Dreamcast system clock to 
December 25 
“Scarecrow” 
Burnt Hills, NY 


| Enter both of these codes in the Arcade | 


mode at the Transmission screen. 


Continue holding these combinations 


until the track finishes loading. 


| Rainy Weather — Left Button + Right i 


Button + Down 


Weather Never Changes — Left Button + | 


Right Button + Up 


Dave Growl | 


Seattle, WA 


Cheat Mode - When Press Start 


appears, simultaneously press the Left 
and Right Buttons and hold them 


until the announcer confirms correct | 


code entry. 


Cid “Count Blood” Loebs | 


Hidleburg, MT 


"The VidMan” | 


Enter both of these codes at the 


password screen. 


Unlock Medium Tracks - FAST 
Unlock Hard Tracks - FOOD 
David Lynch 
Gratting, PA 


Enter this code at the password screen. 


All Areas Unlocked - 15Y24 
"Reik, The Game Sheik" 
Salt Lake City, UT 


Enter all of these codes at the 


password screen. 


Level 2 - TOMMY QK 
Level 3 - RQVDHJVV 
Level 4 - BVBYFJND 
Level 5 - RJDBCVRT 
Level 6 - VNGBLJCV 
Level 7 - BJGSMVSH 
Level 8 - LJTBWQQD 
Peter Majors 
Temple, AZ 


Enter all of these codes at the 


Password screen. 


Level 4 - SXBX47 

Level 5 - XCB84R 

Level 6 - CTB84R 

Level 7 - CSB8G7 

Level 8 - TXB24H 

Level 9 - 1SB849 

Level 10 - LCB8GW 

Level 11 - 5TBV4R 

Level 12 - 0LB84W 

Level 14 - 81BV47 

Level 15 - 45B2G7 

Level 16 - GLBVG7 

Level 17 - QLBVGW 

Level 18 - ?5BVGW 

Level 19 - MDBX4K 

Level 20 - 30B84K 

Level 21 - NOB8BB 

Level 22 - 28B8G2 

Level 23 - R4B8G2 

Level 24 - HGB24V 

Level 25 - 7MBXGZ 

Level 26 - W3B8G6 

Level 27 - JNBX4K 

Level 28 - 92B249 

Level 60 - 6XXVPL or 97X3GW 

Final Level - 6JX*GL 
"The Rhino" 
Toledo, OH 


Infinite Air — 
800ac844 03e7 


Radar Not Jammed When Spotted — 


800ac810 0000 


Never Get A Cold - 
800b731a 0000 


Ghost Mode - 
800ac820 0000 


800ac822 0000 


Never Reload — 
800ac7fc 0019 


Start With Socom Pistol — 


800b5bca 03e7 
800b5bde 03e7 


Start With FA-MAS - 
800b5bocc 03e7 
800b5be0 03e7 


Start With Grenades - 
800b5bce 03e7 
800b5be2 03e7 


Start With Nikita — 
800b5bd0 03e7 
800b5be4 03e7 


Start With Stinger - 
800b5bd2 03e7 
800b5be6 03e7 


Start With Claymore Mines — 


800b5bd4 03e7 
800b5be8 03e7 


Start With C4 - 
800b5bd6 03e7 
800b5bea 03e7 


Start With Stun Grenades - 


800b5bd8 03e7 
800b5bec 03e7 


Start With Chaff Grenades — 


800b5bda 03e7 
800b5bee 03e7 


Start With Sniper Rifle — 
800b5bf0 03e7 


Start With Cigs — 
800b5bf2 0001 


Start With Scope - 
800b5bf4 0001 


Start With C.Box A - 
800b5bf6 0001 


Start With C.Box B - 
800b5bf8 0001 


Start With C.Box C - 
800b5bfa 0001 


Start With N.V.G. - 
800b5bfc 0001 


passwords 


s The codes below only work with 


Interact’s - aBbdBDark aces seen eth attachment 


Infinite Hustle Time — 
800908a0 0003 


Extra Special Ammo - 
d00f14f2 0002 
800f14f2 000a 


Extra Missile Ammo — 
d00f3272 0002 
80013272 000a 


Infinite Health (Level 1) - 


d00895ca ffff 
80013278 0064 


Infinite Health (Level 2) — 
fff 


d00895ca 
80116038 0064 


Infinite Heath (Level 3) - 
8 


d00895ca ffff 
800f14f8 0064 


Infinite Health (Level 4) - 


d00895ca ffff 
800f1468 0064 


Infinite Health (Level 5) - 


d00895ca ffff 
800fd308 0064 


Infinite Health (Level 6) — 


d00895ca ffff 
800f45a8 0064 


Infinite Health (Level 7) - 
tiff 


d00895ca 
800f9b08 0064 


Infinite Health (Level 8) - 
fff 


d00895ca 
800f8a98 0064 


Infinite Health (Level 9) — 


d00895ca ffff 
80062048 0064 


Have All Hero Badges - 
50000502 0000 
80090828 0808 


Enable Sapphire — 
30090835 0001 


Enable Serious Mode - 
30090836 0001 


Enable Hustle Mode — 
30090837 0001 


Play as Sapphire On - 
80090700 0001 


Play as Sapphire Off — 
80090700 0000 


Serious Mode On - 
30090708 0001 


Serious Mode Off — 
30090708 0000 


Hustle Time Mode On - 
30090709 0001 


Hustle Time Mode Off - 
30090709 0000 


Underwear Mode On - 
80090704 0001 


Underwear Mode Off — 
80090704 0000 


Paper Thin Skaters - 
8008b6a2 2400 


Skate Upside Down - 
80085182 2400 


Dead Kennedys - 
800d1648 0005 


Big Head Mode - 
800d1724 0001 


Ether Mode - 
800d1722 0001 


Full Speciometer — 


PHONE ins nid 


wew Mayhem 


Max Strength — 
802f16f5 0009 


Max Impact — 
803121b5 0009 


Max Speed - 
803156f5 0009 


Max Quickness - 
803176b5 0009 


Max Aerial — 
80319675 0009 


Max Mat Ability — 
8031b635 0009 


Max Submission — 
8031d5f5 0009 


Max Brawling — 
8031f5b5 0009 


Max Dirtiness — 
80321575 0009 


All Cheats/Wrestlers — 
810b115a ffff 
T wae 1 Sc ffff 


Road Rash 64 


Always Place First — 
81007856 0000 


Infinite Bike Strength — 
81158238 42f0 
811b8a3c 42f0 


Infinite Health — 
811bfe10 4489 
811bfe12 8000 


All Tracks - 
810a77d6 0001 


Scooter Mode - 
810a77d4 0001 


Cop Mode - 
810a77d8 0001 


Debug Info On - 
810a77c8 0001 


Start With Club — 
810a77da 0001 


Codes found in this issue: 
ABIOWIPIOS, i.c pieni 
Army Men: Sarge's Heroes .................. 
Bugs Bunny: Lost In Time .................... 
Bugs Bunny Crazy Castle 3. ................ 
Gentinede o i E 
Critical Depth is secos 
plag to Flag. isis c esi 
Fox Sports College Hoops '99 
G-Police: Weapons of Justice 
Heart of Darkness...» 
Jet Force Gemini. ................. os 
Knockout Kings 2000 ........................... 
Legacy of Kain: Soul Reaver ...... 
Metal Gear Solid: VR Missions... 
NASCAR 2000 -oiner 
NFL Quarterback Club 2000.................. 

Ready 2 Rumble Boxing........................ 

FUSING Aan a o eee 

Road Rash 64... essen 
Rugrats: The Movie ............................ 

Sega NEL 2K eso uirinn 
Skullmenkeys ...d aeos 

SIGQ SOM i.c edens 

Spyro The Dragon... esee 

SPY V8. SPY. ies edente 

Star Wars: 

Episode | The Phantom Menace......... L 
Tony Hawk's Pro Skater esses 2 
VRAN 99)... oona a aani a 
WOW Mayhem reete "s 
Xena: Warrior Princess.......................... A 


eit STUCK PAK p S 


These lines may not have information for 
all titles. If you're under 18 be sure to get 
your parent's permission. All calls cost 
between $.95 and $1.25 per minute. 
Acclaim 


516-759-7800 
Activision 
1-900-680-HINT 


900-976-3343 
Eldos 
1-900-773-4367 
Electronic Arts 
900-288-4468 
GT Interactive 
900-225-5248 
Konami 
900-896-4468 
LucasArts 
900-740-5334 
Midway 
903-874-5092 
Nintendo 
900-288-0707 (Game Counseling) 
425-885-7529 (Automated) 


1-900-200-SEGA 


Sony 
900-933-7669 


Square Soft 
900-407-KLUE(5583) 


THQ 
900-370-4468 


Game Informer * December '99 Q 


| Created by: Nintendo 

| Access Tip: Don’t forget about the SNES 
| Mouse. The game will not work without it. 
V Overall: 


Availability: Uncommon 
Replay Value: High 
Similar Games: Art Alive (SG), Videomation 
(NES), Fun 'N Games (3DO) 


| nd you thought the plumber had no 
| talents other than beating Bowser 
and rescuing the Princess. Mario is 
also pretty crafty with the ol' paintbrush. 
This 1992 release for the SNES is not real- 
ly a game, but more of a creativity center. With 

the SNES Mouse that was introduced with the cart, you can color, draw, ani- 
mate, and even compose music. With its variety of colors, patterns, and paint- 
brushes, Mario Paint has limitless replay value. However, the fruits of your artis- 
tic labor have some limits as you cannot save a whole portfolio; rather, there is 
just enough room for a single work. Furthermore, there is no way to export your 
masterpiece to any other medium such as a printout or stickers. Even so, Mario 
Paint has enough modes to keep you very occupied. Our personal favorite is the 
Music Composer mode. There are more than a dozen sounds that can be com- 
bined into a 24-bar musical masterpiece. Mario Paint will enjoy a rebirth, of 
sorts, on the N64 as Nintendo has introduced the Mario Artist series for the 
Japanese 64DD and announced i rtridge in the U.S 


s 


de. 


e 
ART 
A ^ 


Adveature lsland 


Availability: Common Game Boy 
Replay Value: Moderate 


Similar Games: Adventure Island 2 (GB), Bonk's 
Adventure (GB), Adventure Island Series (NES) 
Created by: Hudson Soft 

Access Tip: After Higgins gets hit by the 
coconut, press Right, Left, Right, Left, A, B, A, 
B to access a World Select menu. It may take 
a couple of entries, but keep trying. 
Overall: 


dventure Island was a mainstay on 

the NES and, like many popular NES 

franchises, the game made its way 
onto the Game Boy. Released in 1991, the game features the popular, grass 
skirt wearin' Master Higgins who is as hip as he is chubby. Controlling Higgins 
on his quest to save the lovely Princess Tina, Adventure Island offers straight- 
forward action/platform gameplay. The game contains eight different worlds, 
and various power-ups throughout are acquired by breaking bird eggs. Many 
eggs just contain points, but others contain secret items and dinosaurs that 
Higgins can ride. Higgins can jump on a total of four beasts, each with vary- 
ing abilities and powers. He can even get radical and jump on a skateboard 
complete with helmet. Adventure Island, like its NES counterparts, is a fairly 
easy game to get into. Progressing through the first few sub-worlds is ele- 
mentary. However, the difficulty will quickly increase by the time you reach the 
second boss. 
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Availability: Uncommon 
Replay Value: Moderate 
Similar Games: HAL Wrestling (GB), WWF Series 
(GB), WCW Mayhem (GB), WCW Series (NES) 
Created by: FCI 

Access Tip: This game is for the hardcore 
wrestling fan only. 

Overall: 


hile reorganizing the Game 
Informer vault, we stumbled 
upon this gem that is sure to be 


a good history lesson for the wrestling fan. 
The Main Event made its way to the Game Boy in 1993 courtesy of then-WCW 
license holder, FCI. Containing nine wrestlers, including Sting, the Steiners, 
and the late Rick Rude, this game also contains a grappler who has really 
made a name for himself — Steve Austin. Yes, back in the early 90s the 
Rattlesnake was an up-and-comer known as "Stunning" Steve Austin. He even 
had hair! This game does have some good wrestling features like top-rope 
moves, fighting outside the ring, and a two-player link mode, but it falls short 
in overall appeal. In other words, the action gets old fairly fast. Yet it still 
stacks up against current Game Boy offerings, namely WWF Attitude. If you 
are into wrestling, enough enjoyment may come from just seeing Austin's mug 
in the manual. To save you the trouble, we present it in the images below. 


B and then press Select, 
Up, Down. 


Unlimited Continues - At the 
Main menu, press Up, X, 
Right, Y, Down, Z, Left, Y, 
Up, X. 


Keith Courage in Alpha 

Zones - TG-16 

Level Select - Turn the power 
on and press Run + Select 
to reset the game. Next hold 
| + Il + Run + Select and 
press Up 8 times. 


Sol-Feace - Sega CD 

Level Select — At the Title 
screen, press A, B, C, A, 
B, C, B, C, B, A. You will 
hear a short explosion. 
Press Start. Go to the 
Configuration menu and 
you will be able to select 


Mercenary Force - Game Boy 
Mo’ Money - At the Title 

screen, hit Up + Select + A + 
Debug Mode - After you turn B to start with 50,000 yen. 
on the game, hold Select + 


Start + | + Il and tap Up 8 Level Select — After you put in 


the Mo’ Money code and pick 
your men, press Start to 
begin a game. When it says 
"Round 1," press Right to 
select your starting round. 


classic 
codes. 


A 


times when the Start icon 
appears. Use Button 2 to 
change the number of hearts 
you have and other options. 


Panzer Dragoon - Sega 

Saturn 

Invincibility - At the Main 
menu, hit L, L, R, R, Up, 
Down, Left, Right. 


Level Select - At the Main 
menu, hit Up, Up, Down, 
Down, Left, Right, Left, 
Right, X, Y, Z. Hunt for Red October - 

Game Boy 

Level Select - At the Player 
Select screen, press B, 
Select, Left, Right, Start. 


Play Episode 0 - At the Title 
screen, hit Up, Up, Up, 
Down, Down, Down, Left, 
Right, Left, Right, Left, 
Right, L, R. More Fuel - When the sub 
course is displayed, hold A + 
B and then press Select, 
Left, Right. 


Rolling Mode — At the Title 
screen, hit Up, Right, Down, 
Left. Repeat this sequence 
four times. You will hear a 
dragon sound if done 
correctly. To roll the dragon 
while playing, press the 
control pad twice in any 
diagonal direction. 


More Missiles - When the sub 
course is displayed, hold A + 
B and then press Up, Down. 


More Subs - When the sub 
course is displayed, hold A + 


the level at which you want 
to start. 


Extra Lives / Invincibility — 
Enable Level Select, and 
highlight Options in the 
Configuration menu. Push 
Right and press A several 
times. Eventually, the word 
"MY99" will appear on the 
Options menu. This option 
will give you 99 lives. If you 
continue to press A while 
pushing Right, the word 
"MUTEK1" will appear on 
the Options menu. This 
option will make your ship 
invincible. 


Level Skip - Enable Level 


Select. From now on, if you 
press A + B + C simultane- 
ously you will advance to 
the next level! 


Lion King - SNES 
Level Select - X the Options 


screen, hit B, A, R, R, Y. 


DVDS e ADD-ONS . PERIPHERALS * SPIN-OFFS e STUFF e DVDS * ADD-ONS « PERIPHERALS « SPIN-OFFS 


i 


* Manufacturer: Mad Catz 
* List Price: $19.99 


A red LED light that turns on whenever 
there's force feedback is a worthwhile feature? 
Why would you be watching your controller 
instead of the screen? If you can get the Force 
Pack cheaper than the Jump Pack, it's a reliable 
substitute, but expect the novelty to wear off 
very, very quickly. 


* Manufacturer: Sony 
* List Price: 5599 


* Manufacturer: Nyko 
* List Price: $9.99 


Just when you thought you'd never find the 
perfect headgear for your Clone Slave From 
The Year 2039 costume, along comes Sony's 
Glasstron. Inside these bug-eyed goggles are 
two half inch LCD screens positioned in 
front of the wearer's eyes, creating an 
effect similar to watching a 52 inch 
screen from a distance of around six feet. 
Glasstron can be connected to DVD 
players, VCRs, camcorders, or even a 
PlayStation. Move over Walkman, the 
Glasstron is the future in ignoring the 
world going on around you. 


* Manufacturer: Hasbro 
* List Price: $6.74 (Each) 


* Manufacturer: Mad Catz 
* List Price: $24.99 
It's no secret that we aren't big 

fans of the Dreamcast's controller. 
In fact, one reader wrote us a six page 
profanity-filled letter after reading last month's 
top ten list. If Mad Catz's Dream Pad were the 
Dreamcast's in-package controller, nary a nasty 
word would have crossed our lips. The grip is 
wider and much more comfortable. There are 
six digital buttons on the controller face, all of 
which can be programmed for different 
functions. If you need to buy another DC 
controller, this is the one to get. Once you 
feel Catz, you never go back. 


* Manufacturer: Nyko 
* List Price: $29.99 


The Shock 'n' Rock does a lot of interesting 
things. It acts as a 10 hour rechargable 
battery pack, a stereo amplifier/speaker 
system, and adds force feedback. vibration to 
all Game Boy games. It adds a bit of weight, 
but is still quite comfortable to hold. For the 
same price, however, you could buy a new 
game. Still, if you need some rechargable 
batteries or love jamming out to Game Boy 
musical scores, check 
it out. 


* Manufacturer: 
Coca-Cola Company 

* List Price: 50 cents (discounts given 

for bulk purchases) 


Our sweet, fizzy mistress, with 
a taste as mysterious as her 
murky coloring. How we 
love thee. Also available 
in diet. 
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THE ONLY ALLIES ARE ENEMIES... 


3 UNIQUE ALEN SPECIES 
Whether you command the 

nomadic Terrans, mysterious 

Protoss, or voracious Zerg, 

you must devise totally unique =~ 
CONTENT RATED BY strategies to master the ; 
specialized units, abilities * 


©1999 Nintendo/Blizzard Entenanment. Starcraft and Bližzard Entertainment are trademarks of 
Davidson & Associates, Inc. ™, @ and the “N” Logo are trademarks of Nintendo of America, Inc. ©1999 Nintendo. | and technologies of each. 


EXCLUSIVE NEMH FEATURES 
Customized for the Nintendo 64 with 2-player, 
split-screen action, rumble pak support, and 
exclusive maps not found anywhere else. 


MULTIPLE THEATERS OF RATTLE 
Engage in a deadly mix of space combat, 
planetary assault and covert base infiltration. 
Command Ghost Espionage Agents, Protoss 
High Templars, and Zerg Defilers as 
to conquer the galaxy. 


"la 
2r ons M 
3517 £j. 


Pore FS 


2 Games in 1 - includes Starcraft and 
Brood War missions, using N64 
Expansion Pak" 


E 
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. OSCARAD 
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Exclusive Two-Player Modes, using N64 
Expansion Pak | 
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Over 100 hours of explosive game play 
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IDENT EVIL: 


THE SURVIVAL 
HORROR GAME 

THAT WILL TOTALLY 

CONSUME YOU. 


ALL OF YOU. 


MATURE 


4 THE MOST FRIGHTENING GAME OF THE YEAR.” — NEXT GEN 
RAW INSTINCT TAKES OVER IN THIS NEW, ADRENALINE- 
ETE PUMPING JOURNEY INTO SURVIVAL HORROR. YOUR COVERT 


MISSION TO INFILTRATE AN ISOLATED ISLAND COMPOUND 
HAS GONE HAYWIRE. NOW, YOU FIND YOURSELF PURSUED BY 
A RELENTLESS PREHISTORIC TERROR... 


SUDDENLY, YOUR MISSION BECOMES A 


HA: PlayStation: + 


PlayStati 
"YU" & DESPERATE FIGHT FOR SURVIVAL. WWW.CAPCOM.COM 


«Olfer qood while supply lasts. Resident Evil 3 Nemesis demo oller subject to retail availability, © CAPCOM CO., LID. 1999 ©) CAPCOM USA. ALL RIGHTS RESERVED. CAPCOM and the GAR are $ ARISIS; RE! ESIS and CAPCOM 
IGE are trademarks of CAPCOM GO. LTD. 1999 ALL RIGHTS RESERVED. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings on mark 1 i 


Made with) love’ by, 


Our goal is to presejvelclassi¢ video game magazines soi that 
they are not lost/permanently: 


People interested) in helping outiinjany capacity; 
please visit us at retromags.com: 


No profitis made) from) these/scans, nor do we offer anything 
available from| the publishers themselves: 


If: you come across anyone selling releases from 
this site) please/do not support them and do letius) know: 


Thank you! 


